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0-2 0 195 5 



:itLhcr>y'U^\-iiXlfnm^^'7 9 9-*m^z 

ztiizii ^fmy-j^tmn-r^m^y-^-^x'h^ 

X. 

ztizx*) ^y-A*^Ji^f & mz . 

[00 0 1] 

mmy-M.m^'yj^timii^tifcimmmzm-t^ . 

C0002] 



3 Awe P Uri'-f -V-Srffi#tC tTrU"f f i> tcoT- 

X'm:-h'^h^i^vy=i-3i^Lx^i^-thz.tx\ ru 

iLx^m^\m^mzT&.'^\,if, {Hcosacocpvtu 
'<^-t^m<7)^i:moztx'mmy-j^i:mn^'^ 

ffciOBAcOCPUTU^-^'-Oitfi?-^. --Kv, f— 
Jo J: t'O^-ttR?^ i:'*^ 3 A^OC P U ru>f -V- 

^>ff!ic0 3 A<7)C P U ri-f ^-C0#)lf <7):Kffi^^i!) L 

Ttfz^mp^mzmtxjmwfifi^ti. ^^m-^x^ 

7 L/i«^«±fl!lcr) 3 A*^ , m^c^i^fll^X-mT ttzi^-^ 
[0003] 

m.^i'mLxi^mzmT^tsLb^£< . uh<r^m^ 

\,Mb^<^m.^-txm<r>cp\jr\y^^-iinh^<m 

^<nmiz^ »sy-j^!»*offl#»(?MS-«?>Aiatt, 

[0004] iTt. CPU^-v5:7^'-*S--tf>-. f— tJ 

[0005] 3jsf6H^{4, ^mi%(nmm^Wim-h i>o 

-C. ffl#»£OA^tt^3S(ctEt^^^^m«=5ri:lcJ:o 
[0006] 
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mm^x^^i^tifcmm^'-^^mmm^-r^mmm 
f^i. :^mmco(my-j^ifmtLxii. 'y-^j:<ti^Tu 

hm^y-j^-tsmxh-^x , m^M<r>mM. m^izi^-^ 

B^tLX\'^l. 

1 0 0 0 7 ] ^^c. L< <i, ^^m^om^y-j^m. 

t/i^m^j:t'c^mB\^Rv^mi^xmi^^m'om.-tz t iz^ 
'Ofmy-j^ijm'n-thm.^^y-j^mmx'h'yx. mi 

m\^m/m^xmwm(rm^m^<7)^<r>&^j:< t 
^^nmmut, mm^x-mi^titzmm^-if'trmm 



h-^ ^-tixx/nm^ ^-mmzmmnjix/ikm 
^j:k'<7)m3\iRt/mi^xmi¥^m'0M-tzbizx 'omm 
y-j^trimf^^imy-j^mm.Th':>x . msi^^y 
9^'-cDm<^^^, m<^m^. •y-^-'JM.mzm^i^ 

3&». frs*t«8^ A- 9 ^ iJ' -<^««^{cie; t ct 

X/y'tfzi±lii:)jm^b^j:^Xdmmf-9i5XX/y'^fz 
{i#^7-'-^2r»§fc«tc:, HIS Officii Sfiim^i^t 

A>fiorp^ -^r-iJ itXitm + 5 ^' rJ'-^ilitc^Wfc i 

'oMm.y-j^ifiWn^^m^y-j^-nmx'h'iX. mue 
^^y99-n<7mmmji.zm\:^fzm<7m^. mnm 

j^'v^-=jiix mm I % Rv^mi^xmwc^-^^mu 

/t tz\i^^¥-9 ^m,bmz. m^mmznk^ mm 
^mb MmMmiizmiwmm^^mi^m^^ttcmm' 

Zixt=(mm.T-'—S'tiXX//tfz{iBP'r- 
^ ^Biaa**3 J:t>'/^fc{4^^aj:»3 z b 

nm^^yi'9-comm\>^mi5XT/m¥m7i^^ix. 

zix(=<r)riy-{\~^i.t/im^ ^yi? ^-f^Wizmt 

ii)^'(f^wj:}i<r>im\%'mimxm\'^^m. oii-r; b 
^.zk'^m^y-j^ifmi'^hbmz. im^^y^^- 

iii.xfm%\%mfWi^xmm^^^(noib'}^i-£< b 

<75Bfllr- 9 Hi lf/±fd,i^^'r— S SrBm^^fc i 

if/^fz\i'^^^-h^^h i 0 {zmm'^^h z b 
t -r -s. y- AT o y^^mm s ixx v ^ . 

[0008] 0, CPUdf^7^:5'-**^ 

^-iiJ:X/Ay^j:b'cr,mtm^^m-^i:d^j:m^ 
iz. RiSfi? ^oas^l^*^'::^#<=5ro-C. CPU 

^^ry9^ -«f cO^ffieO^JSt:*^ S i: v ^ 3 BB« 

^m<ou^r'yh±i,z^mA^±t6^K m^fmiz. m 
^mcommimbit^MmcopmiSSizc p u^f a- 

MM^ixT. m^m<7ym7fibCP\i^Ary'9-$'-^<r>m 
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too 09] iti. «ig^A'9^^'-ttT\ 

[00 1 0] ^/t, *fi;L<«i:, *l&HJ{cfc(t-l.amT' 
[0011] Ztii^<r>^'f—fl,zJ: O . J: OIS^SI'S 

[00 12] 

[ 0 0 1 3 ] HI *^BSco-|ltfeJF^®t::fc(t2.l«« 
[ 0 0 1 4 mi tCfcV^T , ^«t>-'-A^S 1 {i, i-*- 

[0015] z(r>y-Am^i^fH(r>miiptiJ:r/mm>'^ 



7-'-:5'SrtStt^tg^RAM8, >f y:5'-:7x-X|IISS 
9 , 10, fi-^3?Q®ro-fe -y -If 1 1 , BmffiiffiJiiara 
-b-y-9-1 2, >'^'-7x-X|2lS&l 3. 14*«^il'5' 
ii.tf^$ixTV>^. ^O-f i^:$'-7x-xiH]8&l OtcS 
f^f»#^ i^^--^ x-xielK 1 5 5r:fr LT 3 y h n-7 
1 eimm^ti, hn-^ 1 6*-<oO«f^fi-^(cja5 
t/tfg^^ C P U 6 iznh-ith Z t *^'T'# t . 

[00 16] c<7)fi#5aara-t-y9-i n±, ±i,z2d: 
7c±.iztni^{iLm.sm. 5eMt»^^x-:J'<o^, 

li, m^mmra-^-y^i ii/ziufhim^mzm-r^^^ 
X. RAM8i,zMLxmm-t^^mmy-'-^^<Dmts,A. 

tfc. -fy^-^x-XlHlSIl 3JiD/A3 
Tli«aj^J$iX. iJt, ^>^:i'-7x-XI5Ig&l 4{±D 

/A3 WN'-:? 1 8 $ f>fc:ru ^ >f yr ^-rs ^ :rt-LT 
xe-;&4tc»^$iiT«^ai:»]$iT.S J: a tc^roTv^ 

[00171 zzT. (S«y-A^s 1 ti. ffl^^c^lst 

x^commtm^j:':>x\>^^. m-h. ±.im^y-^mm. 

W'bV3yt-^2, r'j;<-f >'r>'7•3^>j;^>'xK■— 
fz. ±9dMmy-^mm.itiK mmmtLxmf&^tLX 
\,^^^i,zt5\,^zii. miiz^^^tix^^hmfSMmii-t 
^x—imcoi^(omfi^\Ht,zmfi^tix\,'>t. ^fz. ± 

^:^'r-'>3yi:mb Lxm^^tiX\>^^^'0rizi3\,^X 
i±, ±m'rU}i>'B>=f:-i^2ii. ±IEriy fjL-^S'ffl 

coy-' -f xri^^ (c^^jc t . ±ieM^*SBi^aro-fe >y ■+>- 

9AT-:?0-gi5«t<{43>-fi-:?<7)t£55xn'y b 

ie^y:5'-7x-xii]ss9, 10. 13. 14, d/a 

ni^A-:^'16, 1 7, ^{^'tffg-f y^'-^x-XllISS 
ISfi. rjytA-^'<7)j£5gxo yhtc^tt$^Ste3g 

[0018] 3>-ho-7l6«4, X:?'— h^rJ' 
yl 6a, A;K:?yi 6b. B^if^'yi 6c, +^=3f- 
1 6d, XT-'f y^^SayhD-^l 6e, *M»;^/-i< 

^yi6f , *ih'J;&'*:;5'yi6g, ciiH^yie 

h, C2;K:J'yi6i, C3d<^'yi6j, C4'-K^y 

16k, 6m, ft^r?' MJ;<?;}f^yl 6 n i: 



1 
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1 6 e ±TtE^<^^^j:i^-f. 3 6 0JK<7)*l^^^cJ*f^ 

[ 0 0 1 9 ] , *%BB<7))g:sy-i.iis 1 «o«sigy 
[00 2 0] ijUiocpue, ti-^i®arn-b y-9-i 

1. iffifilfisliMara-lr /tfl 2fcJ;tA'^^:'JSP (RA 

MS, yi^-y ji-xm^9t3Xr/mmi^5) 19 
J: 0 Um^2 0 0 , mmi^ 5 (CIS** 

mizm-^K^xmmmm^my'u-^z'y^i 2x\ rams 

[002 1] ^fi.^ >{v^-yx.-xm,\o. «f^iff 

m-iy-^-y s.-xH^i 5i3j;t/3y 1 etc 
J: o«f^A:'3a52 1 *^^i^$nT^3 o , ri^^^-tcj; 

u 6 iznh-^:^ .1 1 ^ -^-co^maxx/^mfH 

vi^m^j:t'cr>mB\^Rx/mi^xmiiF^m r^-t^ t izx 

mbiiMi,zi^xt^ixx\<^mx'h^. ^mtii^*>io 
mx'hK). imti±mm^i^ i^h-ox^tzmx. s« 

t t±)»aj*> 4> 1 tJc t o T < S «^-C'3^ I. . 
[0022] $<i>(w, ^y^-yju-x^mi3. D/ 
Aayys-:^' 1 7t>J;tA'7^l^b>'3 >^-:S'2(cJ: OH 
«^^fP2 2*i«Jj£$ix, HMJSBXIiaTa-t-ylM 2 

•c% RAMaizMLxm^jL^^m^rrrtfzmmT-'-^ 

2:^>'^'-7x-;^III8Sl 3§4>lCD/A3y>'\'-:J' 1 

7^ifLX'rl^\zi^3y't~l!^2lZX:h-rtZtX\ C 
P U ^ ■\' 5 -»<Offif^iE«iJlfcJS t TtSfifeA^affi 

[0023] ^(i>i,z, ^ ys'—y :c.~y.ms%i 4 , D/ 

A3W;-:?18, TU^-^ >'r;xr3*iJ:l/Xb°— X? 
4lcJ:'9W^ai:>]g|52 3*<«^$ii. W«*SS3t!raro 
■fe-/-9-12T% RAM8tc:>rtL-C»#3i;^5fl;a$r^T-5f^ 

-:J' 1 8$^.{cri;^-f i^r>'7"3?::frtTXh--;<f4 

mzm tfz'^^t!<mf>^ti?> ^ t tc^i. „ 

[ 0 0 2 4 ) T\ iaiM«s 5 (cie**$ixi^c:>-'- 
-^(cJ:-oi:$i|^§it^CPU62r#tf>/^*iJWgP2 Otc 



[0025] $ljffllg|!2 Oti, l8|iS@5:#Tffl#<7)#)i¥rt 

m^Rx/mmxmi^cr)'^^ms^zy'j:^xo icBfiir-^ 

Wtfe^tJ J: t^/i :t {i^f^ffi:^ $ -fr I. J: o izmm-t 

[00 261 ®jfflisi52o«, mmim^iom- 

izit>tfz>!im^^y:^^-m(r>mmi:nt«. nm^ 

^'y:^i^-m(r>MWi^^izjiitxm^m^^m^^tiXi3 

0, ^com^^x'co^mco-^Mnzmttzmcomm^m-t 

[00 27] ^^.{c, mm^2 0i±. nm^^^^i^- 
%(r>nmwsi\.zm\:.xm!mm^m.^^ixxi6 o , i<r>m 
s^x<mf^^<r>^m\izm \:.fzm<r)mm^^^mm'f—s^ 

mt^mtm^'o^mmzmxhXo{,z^ c<o®«ffi^ti- 
hXo^zmm-t^. 

[ 0 0 2 8 ] $ A>(c, mm^2 0 {±. mmimmLff^m 

^{,zm\:.fzMm^^y9 9-n<^m'=f^m:t^<. 

[00 2 9] $^tC, ©JPg|52 0tl, %i,Z^£hnm^-^ 

y^^-iizm.xnmimmi<r>\Lyvt^^^<. r 
~<r>^ 'y^-'j^-if^msiLxmm.m.^iiXu/tt: 

[00 30] JjLhCfcV^T, nmcpu^-cy^-f'-n 

eim*)mx$)-ox. mmi,zmcr)nm^^yc^iSf~cr>m. 

[ 0 0 3 1 ] ^^c, wm<r>^m[^^. 
nm^m\^^. itwwfcowrt^. rfcieisitxftTi*!^ 

mcpu^^-y^ 9-n<r>m<:r)mmzinm ^^tx\^t. 
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[0032] iJCtC. mm.'f-^. W^x-^ib-it^rn 

[0033] M^^*iriBfi?M. mmm. (mi) <^ 

iJitC J: oTMtfO^tSSr-b -y h-ri.ji^<7)%^-C'S> 0 . * 

mm^m^^zts^^x . cpu4f-v5i?^-»co#is 
( ^ -y -ir- i^' ) J; tA'ffl<7)affi sr i(r>mmimmi^zm 
tTHSU, y\y^^~umcr)uwm<^t%\,z^ff)c 

PU^-c=7 9 9-f,Z^m^^ihfzm'^^Z^ CPU^A-^ 

[0 0 34] :i(r)CPU^\y9^-%<r)mf^m.(r)W^ 

Wfflft»i-t y h ( + 1 28iS) Srt, j^*);^^^^^/®* 
ffi-fe >y htS J;t/B5«T'c7)«ifl(c J: •l.iSffifl-fe -y h Sr-f 

s . c cof^co^i^Aiz X ^ mmm-^ yhta. 

h«f*>^*-^>4 0 Oj^^tix.-l.ftlC+ l.^t L, 4 0 OA 

^SOOOOj^bLtz^^lz^ »^A*>3 04 0 0At 
lAfc^O, j^*>^5r*»'2 9 6 00Ai:^ 

^) LX\^t^^ ( + 3 A) , iHmUUi^rWTLTV^^ 

(-3A) . iJOTV^TigOa^'Sr*^'?/^^^ ( + 3 
*) , «0J2=^;^cii^ (-3*) , ffl#^fciS|-C-*lTS 

[ 0 0 3 5 ] ^/s. st^tf, ^(^nmmnzxhm'^m 

mrcOJi-^ ( + 1 OA) . iefi#B#5[a]]IitJLh«%^ (- 

1 OA) . mx-i^er^yrcoJi-^ ( + 3A) , e^^tfo 

W0-C-*>o-?-<7)jtlB!*^''PSfifc7):^-& (-3A) , ^'rf(r) 

t^mm^z. iim. ( y-^) ^-h^ifht^x-iitcK. am 

*«^S:I^Ji!fw*^ (-3A) , i^<oi§Ji*B*tci:l[ ( U- 

f-) ^ti-i,ft^'^ ( + 10A) s u^co^mmzm^fi 
fc^^ (-6A) . ^commmz. Aig (u-^) 
*»{t^.nsj^ (-1 OA) > ^(Di^mm^z^ mv^fc 

*i^( + 6A) , m^cr>m'^^z^ g^WTLitiS-^ 
< + 2 OA) . SiJ-iOftTB^lc. ^L/^J®-^ ( + 20 



A) . @^<0»Ti^cr)f#AltS:f*<7)j^*>A (x^-hi^ 
•^A*»'^i0ll4 0 0 A»(c± 1 ) , flil^coftTm^fSO 
ihA,fzm^ (-2 0A) , ft!lm^OWT^(ci^«'^^^/i« 
(-2 0A) . ffi^cO^PTmcjUKl'XhJ^fifLtv^fc 
«^ (-1 4A) . fl!J^<OWT«f{Ct3 0Tl-^T«»)3>^ 

'Sr^^o/i^-^ ( + 1 4 A) , m.<^^T^<r>%m'mk 

con*>^ (x^'-htt^A*»^>i0ll4 0 0A«:± 
1 ) . ^mf,zW[^\:},±MmLX\.^ti^ (-14 

A) , xmmzayyx^^xm'^'^ttcij^'ifzm^ ( + i 

4 A) , S£«B#c^t#Alfmf*colt*>A (^rS'-hlt^A 
*><5><7)II4 0 0AW3± 1 ) ^t'-Cfcl.. 
[0036] § hl,z. -Ir -y h L;t!Sfflfltc J: -SMcO^ 
■fe-yhfcJi. a^Ji. -fe-y hL7t!Stf»CJEtTCPU 

^^^^^^j'-c^ifflco^ffi^. ^^m. ^mm. ?&L^m 
t5Xim'om<r>4^iz^it^ith, ^tLumm. a 

mtixx/mmm. mTmisxv^mmm^j:t'i,zm^ t^it 

-tmox'ht. 

[0037 ] 

^yi^ay^il (.^<i8 8A~l 7 7A) : 

T-i^>^3^i£i--> (!®ffifa4 8A~8 7A) -.mLi^m 
^vi^ B (!Sffifi4 7 AOT) -.mm 
m^ii. -t^-yhLtzmmmizmtxcpu^^'y^^- 
(r>m(rmmimitLx^'>ttii. d:<ocpv^-ry^^^- 
co<^iji<7)*i-^{c{i. aT^zmif^m^^mmii^-mtfzii 

m^) i.zxhm.<r)mm(.zw.h. 

[0038] Wm^z . Eli? 3 ^mXTcryM-^. ^Vl^ 

[ 0 0 3 9 ] 5 ^m:)±-(r>^^. T-y'^B ynx-^ 
mm. ^yiysymmvx'mmbts:^, 

[0040] tfz. gmtc, \m.T'yrum<r>^-^^ 
7-yi^Bym.m^MX'mM. y-yi^Bywi^x'^mm 

bts:h. 

[0041] ymm^^m^i^. f-yi^ a ymx-^ 
m. Tyi^By-mm-xi&^mt^j:^. 

[0042] ikWrnm^nm^, xvi'g ViTClSi 

m. y-yi^Bymm-x'UL^mt^j:i>, 
[0 04 3] cp\}^^'7 9-S'—<r>mrm%\iZ 

m^<DYy $■^aJo . ".I*' ^fzm^cr,-}imzm. 0 1*] < 

n,|v Aco*T6ltciB 0 16l< J: a ^m<7)m^ i: -? T V ^ 
[0044] $^>IC, CPU^-v5^'^-<^U-^S¥> 
ay) tCioT^-fL-rS^ftl:!, ^CPV^^r^^^- 
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[0046] t-r. CPU^^y9'S'-%<r)')-^m<7) 

mm.<m^\i. ±iE^ii icioxtp 

=5r-S.*^\ tc^-rilOT'fcl., CO («1 ) 



[0047] 
[*1] 
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1 :»U^%-3»T±A»«»y-9' 
O : -KDlitCfi< 



[0 04 8] tfz. cpv^-ry-^^-mcr>i^f»<7)mm 
commit, iieisiffii (7-y'>3y) izx^xhm^j:^ 

2:ffc ^m^x'h *) . Yim 25b ic^-r J: 3 tc^^*- 
tc, x-j>.T'yy. x-M.-r^^-^^xm^^x^^ 
xh 0 , Ntiia 2 5c [z^-t^ 0 \<zm.. « t ^«#±^ 
mh'thXo\,zLxm'k^xhm^xh'o. 1^025 



j^T-y-r. x-j^y^>^^xm'k^xi,m^^^h, 

[00491 
[^2] 
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[00 503 $*c>tC. CPU^^9^'^-«<0lH#)f|c^ 
^^tK <J:<^ (^3) tc^filOT'^i^. cico (^3) 



ay) izX 

iT-yi^ 



[005 1 3 
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[0 0 53] ^^oij^tov^TtlHiatc, # 

-ecO^ffietttwig^^ixT V^S C P Udr A' 5 ^ ^' -ft 
[0055] fzfzt. KlTlZTTi-tmtlS ( 1 4 - 1 . il 

^M) CO Tii^Mj bli. ^siLtimmm^zx-^xum 



^■rS;<-/-b-i^' (^iS) tcSfJjS^LTV^^. (CPU^f 

1 . m^x^- h (14-1, m^m) 

2. mmx:$'-h (14-2. mmm) 

3. mm:^9-h ( 14-3. ii^li) 

4. :|t^X;$'-h (14-4, 

1 . h>y7-C¥^TL/c (15-0 1, 

2 . ft»»*>ji^*i3 0 0 0 os^siix'Tv-i "^-(nmrn 

^ib}^X 0 t«v>j;^T'^ffi*5TL;^c ( 1 5 - 0 2 , 

m) 

3 . ftl*^§*)**^'3 0 0 0 0 *I.:JI±-C7V^ -V-cOft*^ 
it*>jitJ; 0 i»<£v^Ar^S*ITL/>: ( 1 5 - 0 3 , /SO 

4. ft*l»*>^*i30 OOOjSJ: 0 tffi<-C, 7V>f-V 
-<^e$l1t^^J:'9Sv\^i-C^Si|!^7Uv: (15-0 
4, 

5. ft*m^5A**30 00 0AJ:'?t>ffi<f , TU^^ 

-<r>mkm-hAii ^i&\^}^x'^i&m-ri.tL ( 1 5 - o 
5, ^v^m) 
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2 . iit^AHtiiE (1-05, ^mm) 

3 . 6msuif^<o±m: ( i - o i , 

4. H5«>5ii:iS ( 1-04, ?JL^iS) 

5 . 1 BJiRBmcOiK (1-02, mt^M) 

6. ±fB^fM-5Ul?hiOTie (1-0 3, ^^as) 

1. iiv^*-{ti:ii:sr*-{t^>it7t (2-02, mvih-m) 

2 . 6 J«aJilrt03i:tt:«:*Ht'oil7t ( 2 - 0 3 , S O 
H) 

3. h'^«0i:ii:Sr*^(t<^iX3'c (2-0 1, mt^M) 

4. etI«0iz:itS:*^ft4>n7t (2-0 4, ^L^^^IB) 

5. JiiS^#i-4tJli'K', ^<r>\^^ji^<o^mii^3\^ 
mi± (2-0 5, «L;^ffl) 

6 . ±ifi^fr 1 ~4 j^iAj-hT-, 'emc7)e^co#mi 1 ~ 

2[nj® (2-06, ^OP) 

7. ±ie^fM~4Ja?hT-, -ecOI^St^-iO^liipj&il^ 
(2-07, ^M) 

l^'y^m^^Lfz (3-0 2, 
h'72rBg;e?y$ixJt (4-0 1, ^L^M) 
I'y^mydyLtz (3-0 3, 1^^) 

1. h'5$:iliV^fc(3-02,^l^M) 

2. -?g*ML/i (3-0 1, mv^M) 

3. faiiflU* (3-04, ?^L^m) 

mi)^tifcm {m>fiy. ^y) 
-0 1, mv^m) 

-02, ^D^) 

3. -^^M^ixfc (4-0 3, mt^m) 

ix;ftB# (itil) ^mv^Tt^ (^-) 

1 . -S&^MLfc (3-01, ML^m) 

2. ¥y^-^ibxm^^tz (3-0 3. ^MM) 

m^tLfzm (^-) 

1. -^^m^titz (4-0 3, tf.L;^ffl) 

2. ^&■r:'•>;O*iCPUa#■C' 
'?■^0^&)If*^' F ^OB?f (4-01, SfiL^M) 

3. h"7^*i>6-cf— S^/t, iS•C3t^o*^'r^-f■^-•c 
-?-^7)^tfi?Ai^•^(OB^p (4-0 2, ^.OgS) 

1. m^^tzAfsnmim^x-emma^. ^t>^2oo 

OO^J:0®v^^ (4-0 6, -^^D^) 

2. H|V^!tA3&«fft)i?llll#f6)liglilF*1, :^^>{CCPU 

iA-^afifSr-rt'Crn-li'^TV^^B^ (4-0 5, tS^'OM) 

3. m^fzAmmim^xemsiikf^com (4-0 

4. WMM) 

4 . D,n,^;rcA*«aii$ 1 m^x'7mBtmcrm (4-0 

7, ^SOi^) 



(4-0 8, mt^m) 

6. m^^fzA*nm^X'^kmx'ii^\i-^^m<r>mtx. 7 
wamcoi^ (4-1 0, #a«) 

7. ll|V^/iA*milt=TlftJffT'Ji^V^il|§T, 7JlKe« 

^CO^ (4-0 9, ^ffliffl) 

8. lllV^;^cA*^'2^,||^T^^5r-&^T'lliV^-C^3'9, 8Jii 
BUlF«1<^B# (4-1 1 , SOffl) 

9. D,|v^:^v;A*^'3iHI'0^ (4-12, Ml-^B) 

1 0 . m^-^fzAi3^4m^(om (4-13, mL^m) 

CPU 5: LT;{? >- ]^^i^cr>'ofz^ 

1. CPUSJ|'<0;<f>-K7*«3tS:JjJLi:<?5-?7t (5-0 

2, ^mm) 

2. CPU fS»cO:^y\iyi]<UkliLt(r>-ofz (5-0 

1, ^\>m) 

3. im(^:^y)^yti^3m)±co':>ti (5-04, ®t 

4. fliJ^co?5f:xH7*«ltem±cO-?A: (5-03, 
^M) 

fmt^A y^LX:fiyVyti'^(r)-otzm 

1. CPUS#myh-5*i3tfcm:tO-of^ (6-0 
2, 

2. CPUS#cO;i&>'F9*ntfcJa±<?5-53t (6-0 

1, ^mm) 

3. (l!2m«0;<?>'H7**3tSajLh<0-:.y:: (6-04, ISO 
M) 

4. fl!!*cO;<?yH7)*ntmJicO-3 7t (6-0 3, 

1. (7-01, mL^m) 

(7-0 3, ^L^ffl) 

3. fcDTV^Tfe^fi??:^.?. (7-0 2, Slt//^|g) 

4. fcOTv^-c, ummimmimmx'ummxit^j: 

<, ^W^«JI. (7-05, 

<, iimtctis^issrwi, (7-0 3, m^yi-m) 

(7-0 6, mL^m) 

7. ftffifel^W^W^ (7-0 4, 
flJI. (7-05, JSO^) 

9 . mmnmrn^mmxmm ■e{i^< , icittcif 

LX^mi:^^ (7-06, ttt^^^M) 

1. f^M (8-0 2, ^mm) 

2. mj-^^-X'hi}^-:,tz (10-01, m.L^m) 

3. mmmX^<^^T>,ZX':>Xl^*>^3 0000^ 
tJLhtc:^ 0 , a^-omfziz h -y rt^roTt (8-01,5? 
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5. mm (8-04. 

6. n:^y\it:^^Xht>'i'>fz (10-0 2. 

7 . Wi±mc^-^>!bx hti^-otz (8-0 e . 

8. »iSimL/^ (8-0 7, ^ffilH) 

9 . HjgSiS^aL/c (10-03. 

1 0 . -mk^^nyxmaLtz (10-04, 

1 1. -^m:^»>xmmaLtz (8-0 8, JlV^ii) 

12. iga^, m>ifihhv^<7)^i^mm.(r>^ (8-0 9. 

1 3 . ±ie^fr 1 2 t-^^'^^7)illa:oB# ( s - o 5 , si^^ 
^) 

1 4 . SJTj*[*^'^03 2 0 O^tLtf, ©J^, Si^*^*> 

SB$c7)B46t:'*>*^-5/iB# (8-10, ^MM) 

1 5 . |DT^^<03 2 0 O^JiLhT, Sy>, ^Xbifih 

^^mc^^^X-hiP-ytzm (8-11, mL^M) 

16. fnT^^^^<03 2 0 0^J:Offi<iltS:*^tfCV^ 

r, «H5*ic0A>=ar*»-?!tmr (8-15, Sftt^^iM) 

1 7 . fnX-SA^^OS 2 0 O^J: DTT-Sllt^A^tt-Cfc 
'i-r, fDT^^*^<^ 1 0 0 O^J: 0±£OB# (8-14, 

'b-r, mjj^ji^coiooojmTcom (8-1 6, « 

19. Ait$rWCV^T4lSf*5JiIlJLhe^«J0tTi 
!mLfzi3\ tfMmT}^tf^^<03 2 0 0^M.^mi 
Lfzm (8-12, ffit^Vffi) 

2 0 . i:it«r*>{tTV^T4liaf*5Ji||tLha^«0 LT^ 
« Lfc *\ * f^(iftT O 3 2 0 0 ^:Ui*W L3t 
B# (8-0 5. ^V^M) 

2 1 . ^Lm^Mfx^^xiLm.msimLtmm'o Lxh 

t<'otil:M<7)^m.X'!SmmLfz^\ ifciiWT^^^'^^o 

3 2 0 oj^.mLmmvfzm (8-13, mt^m) 

2 2 . im^iH'Tx^^xiLmksmxt^mw'o Lxh 

ti<^^m\^mtX'^Ltii\ tt:imT}^i)^=F<7)3 

2 0 o,^.a±.mm Ltzm (10-06. 
mj^titcm (CPU s»co'^}^izmm^hhf^) 

1 . mmimxh -yr^MWi^tifzm (9-01. 

2 . mma^^mm^ixfz (9-02. ?&L^m) 

3 . mnai^mtifz (11-01, mv^m) 

(9-0 3. mv^m) 

5 . c p u um'^±WkM'^x^^tz<r>i,zma^ixfz ( 1 
1-0 2, 

6 . ^DTAA^^^O 1 0 0 0AmTSr?nT$iX, C PUg 

mimti-yfc (12-05, mL?*-m) 

7 . SIT.*3&«^<0 10 0 0 j4[JaT5-tlT CPUS 

mi=f-ti-otz (11-04. BL^m) 

8 . ii^ft^ 1 ■^iimco^m'sm^^firz (9-0 



4. soa) 

9 . ±ie^ff 1 ~7Jjli'l<0«iJlT'^$ix^c (11-0 

3. mt^m) 

mj^tifz^ (CPU g#c7)»^(c^#*>':3: v>B# ) 

1 . «>'N:t^SaJt (12-0 2, Mv^m) 

2 . ffiJii.m-ch -vr^Tmi^iitzm ( 1 2 - 0 1 , « 

3 . ^Tifif-<r>l 7 0 O^^UJLht-ifb*«^>ix:ft (12-0 

3. mL^M) 

4 . fP7*»'^ <7) 3 2 0 0 i 0 T-C'C P U S #<OSiS:SI 
<^*i!tB# (12-05, ^Li^m) 

5 . 1 --'4a9[-eomiX'hii^<^tifz (12-0 

4. mv^m) 

1 . mma±w»Lx\'^x^Lfz ( 1 3 - o i , «t 

2. iM^i)H1rX\>^X^Lfz (13-02, MLi^ 

m) 

3. mmixi-^x±m.^Mfxi5h-r. mTm-^(^i 

0 0 Oj^iOTcO^TW LJt ( 1 3 - 0 4 , mLih-m) 

4. K)i¥LTV^T3i^itS:*>ttTfc^-r, WT^,*«-1'03 

2 0 O.-iCtiiO^T-jjpL^LTt (13-04. mt^M) 

5 . iie^ft^ 1 -4 ancomLX'W^ lx v^tsse^ tJt 
( 13-0 5, t&<om) 

6. :i^-C-*>o^c*itJ'?TV^I>«iJi-C8iyiL^ (13- 

0 6, mL^m) 

7. ±t^n^6m\^^ifixT^mx'^uz a 3-0 

7, mL^M) 

1 . mm tfzm^c p u g#-c'*> of^^ ( 1 3 - 0 8 , 

2. ^liJ)i?L7t«0*«rp-f'^--e*o:tB# (13-0 9, 

1. cpv!MsnmT^<^d-h<7)ixx'hr>fzm (13 
-10, ^^i^li) 

2. cpug#*^^g9s=^^t' (13-11, mt^m) 

1 . WcrMz:^yLfz<7)ti^^(r>cpv^J»X'h-:>fzm ( 1 

3-12, BL^m) 

2. mmz:^yLfz(otfyu^'^-x'h':>fz^ (13- 
1 2. mt^M) 

mm'f^nizjz^mMm 

1 . Sf^£^lUi?*i^<7)C P U ga-Cifbo JtB# (13-1 

3. ^m) 

2 . *f^cOlU»35*T^'f -V'--C-J)-7Jt«F (13-15, 

1 . fif^tOirit#*i-?-tfOCPUg#T'ftr)Jt^ (13- 
14, =^iilB) 
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2. iftf^05:lI#*>'7-p'f-V-T'$>r>fc^ (13-1 

5. ts^'om) 

^o^iL. OTtc*-r0iR{f (T-3 3. ^L^m) (r> 
^L^ffl<o^<o^:t"C3bD, T-3 3{if*»rSiS-7- 

[00 56] 1. *3DTV^T, tSO#<l-S.i:*'JBrt:^^B# 

(T-33, mL^m) 

3. cpu^-v7i?^-i#*>iiSS:*'(tTv^-r. ±m. 

msmmmL^^emx'hh. <!ii§^) 

f*gt^« 0 fim*^" 3 mx'hh . (T-2 4. mm) 

8. it*^A*^'iLiSS:*>ftt:v^4*is CPUdfA'7^:5' 

B*^'ittct>=5r<, 3l*Jllitc:3:o7tB# (T-2 6. 3lV^ 
gg) 

9. it*»-A*«S^ieS:3&»ftTV^S*<, CPUdf-v^^'^ 
-g#ii:fc'9TV>^<-C, ^Jt, CPU:Jf-v9^^-i 

B*«lft{c:t>^<, 3itijlgt!aro)tB#T'*»o±fe^[^8« 

10. It^^—AA^'illSSrAHfCV^I. CPU^^f-r^^^ 

?6@*Wct^<, 2|piigtc^->m (T-2 7, Hftt 
1 1. it*>— A*^'3iil$r*HtTV%S35«. CPV^^y^ 

3%B*^ittct^r< . 2|flimc^-5 7tKfr*>-o±ia^fM 
1 2 . li*^A*^'Att5:*HtT C P U=Jf A- ^ 



«B*^fttct=5:<. lltaHStcSro^cB* (T-2 8, iSO 
M) 

13. ft3&»— A**All:Sr**tt-CV^S**. CPUdf^5^ 

|gB*«ffltCt^<, l|6jK{=^^^lBf-C*>o±iKSI:f^l 
2c7)f* 

14. litiril:tr*^(fCti^>-r. tfz. CP\J^^v9 
^-i#«*3 0-CV^^r<T. CPU4rA'^^:J'-e#<0 

15. iflt5:ii:5r*>ftTt3^>-r, tfc, CPUdfA-^^ 
^~UmiiiK>X\<^^j:<X. CPU^-v7i?^'-i#cO 
J>*<'3B**ii<=5:^7tB# (T-l 6, «L^ffl) 

16. mi>±m.iti^»Xtihir. tti. CPV^^ry^ 

^-e#{ij3'3xv^^<T, Emimmx'2\^mi)^3f^ 

EcOI« (T-0 2. ^iliS) 

17. iti.3ii:^WTte^>-r, tfc, cpu^A-^:? 

:J'-g#tiii')tl-^^<-C. iefi¥lJlIB■C'2[^^]]|S*>3I^iI 

IS. mii±m.^Mfxis(=^. tfz. (zp\i^^v9 
(T-o K w-m.) 

19. ftta:iaS:*»{tTi34,-f. CPUdrA-^^ 

2 0. itttirie**»{tT*3A>-r, tit, CPU^xy^ 

2 1. ltt:4ll$:*>{tT*3^>-r, t!t, CPUdr-v^^' 
^-i#{i;iJ'9TV^^<T, gen? l)iie-C(i^<, s« 
<7)Wxii^m mx 2 rtgss*^ 3 linem ( t - o 9 , ^ t 
i^m.) 

22. iltS:i«S:3&»{fCt3^>-r. i^^, CPU^E-A-^^ 

f~^Miiis*)X\,^^<X, WMimSX'ii^xK. 
<?3»fia*«V ^B$-C' 1 mm<om ( T - 0 8 , ^ L^^^H ) 

2 3 . ■r-c{c±ie*f^ 2 0 ~ 2 2 <o t'tit^t^mz o r tj 

24. ilt,i:it2r*>tfCfc^>-r, tfz. CPU^^7^ 
^-i#«*J0TV^:5r<T, iafi?l)ilgTJi=5r<. ^0 

stmi^^.Lfzmizcpi}^^y^^~^»<7)h-^<*) 
BA^vm^Bf (T-0 9, mt^m) 

25. IttitESrWrti^-r, tJt, CPUdf^^^ 
^-@#«fc'5TV^=3:<T, iiyi¥lJ«ST«^r<, g« 
c7)m*«^VM«-C3(pIl|g3!)>2(6j]Sc7)f^ (T- 1 6, «il 

2 6 . 3 itOJg-C^ 2 5 L3t^{± 2 fftlM 

X\ ttzli, ¥P*<2|fiIlgT'^2 5*«-fl.l^«3 
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2 7. lit,S:ii:2r*>(tTij/o-f, ^fz. CPU^^7^ 

o»gix*5ftv>B#-c' 1 ffliucom (T - 1 4 , mt^m) 

2 8. •rr(c^fr2 7*^'ec-oT*i'3. ho—mmt-^ 

COO 57] ru-f-\'-s#ost^#toB§tc, yu-^^ 

-:5'2r|Bl^(:-b y h-Tixtat^roTV^i,. (CPU^ 

1. ^3^)TV^T, fcO^it* fcWBrLTtB* (T-3 3. 

2. fcOTV^T, i/i', ti'O^tl^tnmi-fzMfX'li 
^V^*^ ^ii?*-'2«cJiLhJ>-I.B# (T-34. ^M) 

3. fcOTV^T, t3'3l'iX'Si:WI)TLfc;btfCt4^<, 

lc-^*67t^.fc0#ix^a* (T-3 5, ^fflj») 

5. t3 0-CV>T, tsO^tih tmi\Lfziyi1rX'ii^j:< . 

V^SB?f (T-37. ?ML^m) 

6. ±f2^frl~5t:'fc'9TV^|,B# (T-38, ^LP^ 

m) 

7. CP\J^^y:^^-Sm^±m.^i)>ltX\.'>X. 
aT'J>I.B# (T-2 0. 

8. cpudf+7^':J'-i#*«:ii:$:*>ttTv^r. iitt 
mummmmnmx'hh. {T-22. wmm) 

9. cpud{-+7i?^'-i#*^':iit$-*HtTv%t:. ilia 
msmmmmti^smi^emx'h^. (T-23.m 

M) 

10. CPU^-v5^:5'-i#A»'S:l:2r*»{fC>^'>T, A 

m.^k'^mm'omm^3m*^4mx'hi>. (t-24. 

OH) 

11. CPU=3fA'5^'^-ga'*^'i.B:S:*^{tTVkT, ± 
l^f* 7~ 1 Omc^B# ( T- 2 1 , ^ilffl) 

12. ft*»— A3&*Aii:s:*>(trvM.*^ cpudE-\'7i? 

3 0, mt^m) 

13. fS*^— A*^'itlS$:*^(tTV^^*i, CPU#^5^' 



1 #(4^:1: 5r *>{tT V < T , ^ 0 at«*^'J) I? . 

-^mmizh^ (T-2 5. ^iiii) 

14. 11*— A*^'S:ilS:*HtTV>4A\ CPU^-v^i? 

i»«Aitts-*»ttT \>^^j:<xm*) sm^h o , siiSto- 

*>'4)limi*I-C% 3|tiimi.XhcOB# (T-2 6. $|V^a) 

15. ft*— A^^ASS-AHtTV^S**, CPUdf-v5:7 

±m.^m'fx\^t£<x^'onmi'^h'o . ±U(^^m'^ 
imx\ 2it]igm (T-2 7, mL?m) 

16. it*— A*^M5r*^(frV''.&*^ CPU^A-^^ 
:5'-i#«4i5'9-CV^^<T, CPU^rA-^i^^-gfl-Ji 

lite t =5: < , i , it*— Ac7)i:Ef^e^tJ] "5 m^A ffi 
JilF*|-C\ l|6HiOB# (T-2 8, ^SOM) 

17. m*— A*«±it^*»^t•CV^i.*«, CPU^A-^i^ 

^'-i#(4fcO-CV^^<T. CPU^-r5^^'-i#{i: 

3i:ii:&*^(t-c V < T a 0 iJ«*^'S> 0 , i:iSco-%B*> 
ittci=5:<, ^^c, it*— A^±ttf^e««'9Sc*^'4ra 
miX\ Wmcom (T-2 9, ^fflM) 

18. it*— A*mil$r*^ftTV ^ I. *>', CPU^A-^i? 
:?-e#{4t5 0TV>^<T, CPU^A'7^^-i#«4 

tt{ci>=5:< . ^^c, i:it«^«coAlSf*S^W*)Sc*5 5 

jiiijui-c-, 2\tmxi.<r>m {t-3o. mL^m) 

19. il*— Ai^AlttS-AHtTt^^**, CPU^-v^:?' 
:5'-a#{4i3 0TV^^<T, CP\i^^y^-^-^M\,i 
5:iS$:*^(fCt.^=5r<T«0iJM*^*)0, iritco-^a*^ 
iHct^r<. ±tt#^Hc7)3irii:f^i^tJJ0gt*i5 
JlBiyJ:T\ 1 f6]8^<7)B# ( T - 3 K ^MM) 

2 0. It*— A*^'i:i£$:*HtTv> cpu^-r^;? 
i'-^miiiK>X\^ti:<X. CPU^^y^^i^-^Mii 

ma±x\ mmcom ( t- 3 2 , 0^) 

21. St>ira:Sr*>»tTl3^-r, *3t, CPU^-v^:? 

i^-'SmiiiK)X\^^<X. CPUdf^9:?^-e#cO 
J>*>''3@*-'{5«2'*E<^-pJtB# (T-0 5, SfiL^^^S) 
2 2. mijiM^i^ifXi5^-r, ifZ, CPUdfA'9^' 
^-g#{4fcOTV^>5r<T. CPUdf-V7^':5'-Sfl'<7) 
J>*^''3S*^"^!l<=5r-5;tB# (T-0 6, ?JL;^i^M) 
2 3. mi>^m.^i}^lffXi5i^-i', tfz. CPU^^ry^ 

^-i#{4t5»3Tv^^:<r, leisiJiKaTst&nimico 

B^' (T-04> SOP) 

24. iit,S:ie2r*HtTi3^>-r, tfc. CPU^^r^^ 

^-i»{4t5 0rv^^<r, ieJi?i)i«aT'4r6iSitfo^ 

(T-0 3?JL^^IR) 

2 5. Ki>Jti£$r*^{tTfc%-r, Sj^c, CPU=JrA'7:? 



(14) 



0-20 1955 



M<om (T-0 2. ^mm) 
iOB* (T-o 1. 

:j'-a#»ijDOTv^^<T, ieii¥i)ii@-c'ti^<s 

<08ax*«VMl*-C4(6jlliJJLhm (T- 1 0. 

2 8. fii,:iitSr*>fft*3<^-r. ^Jt, cpu^-v5^ 

:?-e#(±ioOTv^^<T, ie^iiia-C'{±^<, ij« 

cogSii-AiMt '>B$T- 2 [6]^;^- 3 (SlJicOB* ( T - 0 9 . 31 L 

29. fttAS:$-*>ttrfc^>^, CPU^-v9^' 
^-i#{±iJ0-CV^:5r<T, iEiiSfl)iIB-C{±^<. 
<^giar*«»v ^^-c 1 itQlgtfoa* ( T - 0 8 . ^ L^^iS ) 

3 0. mhiMi:tHfCiii^-r. tfz. CPVi^-TV^ 

^-nmti3^x^^^j:<x. iejiifi)ii@-c-{i=5:<, urn 
<r>wctLim\^m'cw»<r>^ (T-0 7, mL?*-m) 
3 1. fttiti:^*^«fcfc^>-f. cpu4f-\-7i^ 

^'-e#{±fcO-CV^:5r<-C, geJi¥l)iia-C'{i=S:<, 2[ti] 
l|gJ^irt-C'^i?Ld*>^LTV^I.B# (T-1 2. 
32. fit>3i:ii:Sr*^ttTt3f.-r, ttz. CP\J^-r^9 
^-i#{i±3'?T».^^r<T, leiif l)ii@-C'«i^<, 

Sr#Jt L7t:B#lc C P U df ^ 7 ^ - a#cOj>*>' 0 

B*^vM!$ (T-11. mv^m) 
:5'-i#<ifc'5Ti->:5:<-c, iEiiiii)iia-ci±^< , 

S-#JS ^tCC P U =Sr ^ 7 ^ - S#<7)* 
S*5^V'>B# (T- 1 3, I^V^^) 
34. MioiLm.^M'fXiih-t. t.fz. CPUdf-v^^ 
^-a#«it3'5TV^^<T. i2JWl)ia-C(i^<, m% 

<nmixti^m> ^xw^t"- 1 [6ii£<o^ ( T - 1 4 . ^ 

m.) 

^'-i#{ifc'5TV^:5r<T, gE)B!l)iia-C-{i5r<. 
c7)»giX**AV^B#t:-3lfi]|g*»2|6iem (T- l 6. ^ 

m) 

3 6. tSt.S:iI€:*^ttT*5<i>-r. t^c, CPU=3f^5:7 
c7)si[ix*>^VMl#f4liilEOD$ (T- 1 7 , mL^m) 

37. iftt>i:ii:^:*Hfci>^>-r. ^/i. cpu^-v^i? 
^-a#«ii3'9TV^^r<T. EJI?l)iilt-(i^r< . S« 
<7)»iEiX35!«m^B#T5ltalg]JLhm (T- 1 9, 

m) 

38. llt>S:tt:2r*»ftT*5'i>-f, ^ti. CPU^a-^^ 
^-S#«i*jOTV^^<T. iElIf l)«a-C'«=5r<. 

(Tymitn^^mcrimx'wmm (t- 1 4 . mt^m) 
3 9. ii<>i:tt:$r*>ffcfc<i-f, tit, cpu^-^^^? 
:5'-i#Jii3 0Tv^^<T, ieWl)iiB-C{i:=5:<, SJ^ 
(/)T&ti)^^(r)f^X'i^m<^^ (T-1 5, ^jiH) 



4 0. ftti:ii:5:*-ttTfc^>-r, ttz. CPU^AT^^ 
;J'-a#«t50-rv^^r<T. liI)i?l«IBT«^r<. 

(r)mit^^m<r>mx' 2 isas— 4 itae<^Bif ( t - 1 7 . » 

9-^miii^x\^^j:<x. wmimmx'\it£<. ssi 

i^m**^31^C>'5rp)BiJ'Xli£OWf (T- 1 9, 

4 2. fit i:ii:$r*^(tT 13 ^>-r, t/c, CPUdr^^i? 

<OiSix*^'S)^ 0^<^v>^T')IgJ5¥m (T - 1 5 , ^ 
li) 

4 3. ilt>S:il:Sr*^ftTl3^>-r, tJt, CPU4f-V7^ 
:J'-e#t±J3'9-CV^^<r. iafi?l«IB-C-«i=3:<, B^ 
iO8iEft.*«$>*0A<=Srv^^t'l|tiiIlgiO^ (T-i 7, « 

^'-i#«fcOTV^^<T, iiI)WlJ«B-C'«^r<, 
c75BSix*sS) t 0 ft < 2 |6lK~4 |6|KcOB* ( T - 

1 8, f£L^m) 

4 5. ltiiLii:2r*HtTt3^.-r, tfz. CPUdfA'5^' 
^-B#{itJ'9ti^^<T, iBJi$l)iiBTii=Sr<, B^ 
<7)8Sii*>'$) ^ 0 ft < ^ V ^^-C-A^o 5 (nUitiLtco^ ( T - 
1 9. mti^M) 

^iJit/^-e^OCPUdfA-^^^^-Stc^iS 

[0058] t-ra, Mm^<^^m -/-b-i^) com 





1 


-0 1 


^ZZ:b^- • -Mft^^- • J 


1 


-02 


^ii<^^T • • • ^V^i^a • • J 


1 


-03 




1 


-04 




1 


-0 5 




1 


-0 1 


•"a^ckfci • ■ • Z<ry—^s 


2 


-0 1 




2 


-0 2 




2 


-03 


f • • • (S^vv ^rj 


2 


-04 


ri> • ■ • *>OJ;j 


2 


-05 


r^;^ . . . :3:c7)j 


2 


-06 




2 


-07 


r — • ^^*-^> • • • ij 


3 


-0 1 


^—^cozt • • ' d^^yj 


3 


-0 2 




3 


-03 




3 


-04 


fi^Sv^ • • ■ Z<7)tt^ 


4 


-0 1 


• • • f^<. -^^^-^t^h ' ■ J 


4 


-02 
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4 


-0 3 




. — ^ . .J 


4 


-04 


r • - • -eix:^i^t^^^. • • j 


4 


-0 5 


^^fzcoi3i * ■ 




4 


-0 6 


r • • • td. 




4 


-07 


r • • • :3:t. 




4 


-08 






4 


-0 9 






4 


-1 0 







4-11: 
4-12: 

4- 13: 

5- 0 1: 

5-0 2 
5-0 3 

5- 04 

6- 0 1 

6-0 2 
6-0 3 

6- 04 

7- 0 1 
7-0 2 
7-0 3 
7-04 
7-0 5 

7- 06 

■ J 

8- 0 1 
8-0 2 

8-0 3 
8-04 
8-0 5 
8-0 6 

■ • J 
8-07 
8-08 
8-09 
8-10 
8-11 
8-12 



' J 

' ' ' ^tixi> • • • mmi. Jtt^v^j 
i^xhX • • • 

• • -asco. ■ ■ - Z/u^bZ^X' • 
c:ix=5r^ • • • v^(tSj 

riifLtz ' ' ■ ffl-^Tj 

• • 'm.^>(}^fZ'0fz^' • J 

• • • i&B. ^^j 



a'y^y- • • Lti^fz^j:t}^-:>i'z(^A 



9-02 
9-0 3 

9- 04 

10- 0 1 
1 0-02 
1 0-03 
1 0-04 
1 0-05 
1 0-06 

11- 0 1 
1 1-02 
11-03 
1 1-04 
1 2-0 1 
1 2-02 
1 2-0 3 
1 2-04 
1 2-05 
^ J 

1 3-0 1 

■ • J 

1 3-02 

1 3-03 
1 3-04 
1 3-0 5 
1 3-06 

■ • J 

1 3-07 
• • J 

1 3-08 
1 3-09 
13-10 
13-11 
13-12 
13-13 
■ J 

13-14 

13- 15 

14- 0 1 
14-02 
14-03 

14- 04 
1 5-0 1 
1 5-02 

1 5-0 3 
1 5-04 

15- 0 5 



-en- • • r^^y^ijoj 

• • J 

• • • .rfL^^Oj 

^N^v^fcii • • • ^^->Xfz\ 
Tii->Xfz<7^\iZ' • • =5rj 



rf^V- • ■ ' m^fz<^4:->fz • • J 

[nitjas:- • -^^m^x^i^fzztcom 
Bi(t&*^^> • • • zcoitimi^zj 
^^lllJi- ■ -ms^Lx^^co^ 
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T-0 1 
T-0 2 
T-0 3 
T-04 
T-0 5 
T-0 6 
T-0 7 
T-08 
T-0 9 
T- 1 0 
T- 1 1 
T-1 2 
T- 1 3 
T- 1 4 
T-1 5 
T- 1 6 
T-1 7 
T-1 8 
T- 1 9 
T-2 0 

X'- -m 

T-2 1 

T-2 2 
T-23 
T-24 

T-2 5 
T-2 6 
T-2 7 
T-28 
T-2 9 
T-30 
T-3 1 
T-3 2 
T-3 3 
T-34 
T-3 5 
T-3 6 
T-3 7 
T-3 8 



X'^th- ■ ■ ^tct^v^T'j 
^ixl.tS • • • mi J 

iiO'ML • ■ ■ t dii'^L^tfOj 
Jta^^rv^ • • J 
*^v^ • • • ^-tf J 
mft=5rv^- • -^XXi 
mMt^i> ■ ■ ■ t^^^v^J 

^iz • • LT<n^v^*»j 

V^'i^, mr)-/}^t^ ■ • ■ %LXXi 
ZZij^^X ■ ■ ■ )*f=^-oTj 

• • • h^tz<r)^i 



r-Xi 

V^i^ ■ ■ ■ fttt^l->*>^>j 

• • • iiV^Ol-iJtj 
^■oX ■ ■ ■ ^^JL-JtV^COj 

m-yxx ■ • • ioo'yL^s<r>i 



[0059] ®JffllgP2 0{±, 0$lJP§ 

t». m.<r>m^. ><^y^~=Ji5Xx/m^\^Aum^xm^ 



*ijffli$ix-c, rv^^-co^ntLtcKmt^zri^^^ 
[006 1] ^/^tc, ©JtipgP2 0{±, y-Ar-^J't::* 

<D'^fz >omt^£?>im&i:m§mz^-th x 0 ^z^j:^ 
[00621 mmmizx 0 , ot. 'e<^i6#$:iJiBH^ 

[00631 t-r. «js;^-f -ff- (ll^i^r ) is^^y^ 
ti. fmy-j^mm.iizmm..mkx^tL^. zcot^. 

CPU6{i. M$mt^5l,Zim^tlX\>^6:t^l^-^^ 
>^/i^XT•A^cS-:^V^T, iai*^«<*:5A>^>Mfife7-'-^, 

-Aro:?^7AT-^'cO— gS^itti^aJtS. RAM8± 
Hm. CPU6<i:. RAM8 
±t-iaif § ixT V % ^ A r D ^ 7 At- -^^ V-^ 
V*^ n>-ha-7 1 6S::frLXJ§*-r'§.l*im=; 

PUSii, rryho-^ 1 6^:n-LT^r-Aru— 

f>f^ mm. mm. o-^m. ^y. f— . ^fjynx 
^tiiticof:iiib<7)i^xi^ tLX<^^'?y¥^±m-^. m 

^jaarn-b-y-9-l l«i:, ilB^vy KtcSo'v^T 2<}i: 
7L^m±l>ziil,ih^^^^:$'<r>iiLm^t'cr>E\M.. 3ti!Slt 

[oo64]igv^T, mmmmmmyx3-\z'y^i2ii. 
±9mM.^^mzm\. ^x. rams ±i,zmm^^t mmy" 

JtS^r-:?{i, ^ yi^-y^L-xmiis^-frLXD 
/AnyvN'-r^l 7tc«*&$it. dClT'Ti^o^BJifilft 

^<7)mm±izmmbLxmm^ii^. imm^y 

x-^iaSS 1 4 $::n-tTD/Aa WN'-:? 1 8tC«*&$ 

;<-<>T>'T3$r:^^tTXb•-;<?4*>^>WI&t Ltffi:^ 
c:^i^.lcJ;-:.-c. rv^^-cn^m 
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100 6 5] HTt^-ridtC, 4^. Xx-yrSTl 
t:\ ©JfflIg52 0J±y-AT-:?tcJ:'9SiJfflI$it-C. 
gS4SffiJi?flfrtCC P U4r A- 9 ^' ^-»fc^«ffi*DJffl-fe -y h 

SrH^T-t'S. ;?t,T-'xrST2-(:\ Sijffllg|12 0(i:y 

mzm \:.tz^mz x-^x m^mij^c pu^^y^^^-^ 
iz-t-yh^n.^. ^hiz. ;^f--yrsT3-c\ mm^2 
oay-j^f-^iizji'omm^tix. cpu^-v^^^ 
-ttic-fe -y h ^tifzmnmt . ^com^^m^mzmt 

fz^n^blfZi'O. tfzimM^i:m^^-±X. CPU^ 
iiJ-xL'tVa 2i,zy-M.mmt Lxtii:b^-t 

hXo^zmm-th. o^o. iistis mf^mizm-^^^ti 

-y b^: LTV^i,A^. rp-^^-tOimtC««<7)C P U 

\>^^Mmmmzm->tim't^t'izii±Mmm-^z >/ bicg 

5t L T C P U ^ A- 7 7 ^' -®<Oli«f»^^ -y -tr - v-'^ if 
cooj^^as^-fe-y h-rSJ:3tc^-5-C>/^.&. '?-coft, :^ 

t-C±ie;^x-yrSTl~ST3^^03EL, *&TtJt 

Ekii. cpu^-^y:^^-mi7)mmm(omiz. nmc 
pv^-^y^^~m<7)Mm^mzm\:-rzm^m^. ^-y 

[0066] mufcpij^-^y:^^-'»<r,mmmcom 

irSMMtLXii. II 3 — II 6 cOf^H (M®<55*:tt) « 
ifhh. tfz. milicp\j^\v^i'-%cr>±^ 

•y-b-v'') iO*^a®^Jt L-Cti. m2^Zl,tA^yn<^C 
PU^^5:5':J'-<0^'yfe— i^^BWSrS^L, H8t= 

CPU^-v^^rJ'-tfO^-yfe-v'^^BMSr^L. 01 
0tC{i:-^->-\'y7^:^B#c7)CPU=3f-A'5^:J'-<?)^ -y-b 
-v'^^li®?:*!-. HI 1 {^{i'J-^B#^^)CPU^^' 
[00 671 01 2{i02<^)XT--yrSTlc7)®ffiftt&) 

[0068] 01 2Cc^-tJ:3lc, CPU4f-v7^'^- 

m%:^m (^14) tLT, 4-r. XT--yrsTi ix\ 
m'mu2oi,iy-M.f-'^^zx*)mn^ixx, cpu^ 



^^i^^-Sia^lSWfflllJW-fe y N ( ^mt 

■t^. 'mz. Xv^ yrSTl 2T'. Mffllg62 Oti^-A 

>y h^rH^T-ri.. 0iJ;ctf. X^- hft*>;i^3 0 0 0 0^ 
Oi:§(C3 04 0 0^T'^fi+l^. 2 9 6 0 O^ST 
^ffl-l,«i[i:^2.. §^>{C. X7^-yTST13-C\ U 

m^2(}i,tir-M.^-i>{,zi.mm^tix . mmx-co^ 
mzxhmmm^'vv^m^^h. mui. «tltv^ 

3 S ^^toUSliLh^faT LTV^#t{f + 3 * 
•y M!rf^*<*IT-tS. 

[006 9] 01 3«i07cOXf •yrST3tCiJ(t.Sffi 
ScOCPU^A'^^'^'-tC^iS (^'yfe-i^') ii^>sbti 
^-^cOCPU^A-^^^^-ttiOga^ffit^iS (^-y-fe- 

[0070] 01 3lC5^-tJ:otc;, 4-f, X-f-xr ST 
2 lt:\ Um^2 Otiy-Ar-^lcJ: iJMS^^ixT, 
*J^4«> -e<o*f««ail2J:'?cpudf^5^'^'-fttoM 
«Wi:^f£ (^-y-fe-i^') , #^^i:O^^Yt3lS-b-y b 
SrH^T-r^. X7^-yrST2 2-C\ $lJPgB20<i 

#<?5a^#<omc. ^'mcr>CP\]^^r'7 9'^-i,Z^m 

ST2 2-C^g5 (^-yHr-^-') 2r^a6;t tWffif LfcJ©-^ 
tc{±. ;^T yTST2 3T\ M«lg82 0{±y-Ax-^ 

J: oMP^n-c , ^<m^^x'(Dnmkmzx o c p 

Udf A- 5 2? ^-ftiOM^^^ -y -fe-i^'^i: iO^MtJia 
^-b yh-tS. tJt, ::^x yrST2 2-C^M (^-y-b 

ysT2 3<r>mimz\,i. x7^ yrsT2 4r\ $iJi*pgB 

2 0{±y-AT-^tcJ:'9SiJP$ixT, ^«»T*>t'o 
A^SrW^L-, $^T-ri>4T'±ieX7">yrST 1~ST3 

C:<O^^JS@i;{S. ttmA'^iJ'^-ttcO^Ftig^^iJi 

)i!i!§l#Zill^fifitTtt;f^^i:-tS)-5.. 
[007 1] Ltz-h^-oX. CPU6{i. tmm^51}^(> 

s-m<^i^m^mzX6^n^'f-i^mi,zm(Dmm, m<n 
m^. ^ •y'^~'jiii:-(/fm\^Rx/m^xmi'^t£i^com 

mi-'—^aXl/Zttzli^P'r-'^^mRLX. -rut- 

A- 9 ^ Aiatt^ss , 'Ds*iga<^^^fsitf 

^v^^.y-b-i^'^Srt'SriltTWBr^tT., J: 0 l5S*iS£0fe 
hWm.y-J^i:mLtj:ibt!^XihbMz. ^flh^X 
A.X-nWA A- 5 2? :J'-<7)#fi$F*i§^-?-^7)^^JK^JS^W 
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[ 0 0 7 2 1 i/i, nwi^-T^'^f-s'-mznmmsit.zm 
X . nm^ 7 ^ -mcr^mmimmi^^m. loot 

u^-tht\^o^^(r)mm.<r>mL^i:m>:Lb1fiX'% 

«?tcffi:5feLT. mmiikmzm\:^fzm<^^m^^<r)m^x' 
[00 74] ^h^z. nm^^ry^^'-%<r>nmmlco 

:ttf>, mmm^stcof^^izmttznm^^^^^-n 

iz . -e^o^rtig^ A- 7 ^ ^-mcT^m'T-iz^ tr j««*f 

mL^^m^ztti^x'^h, 

[0 0 7 5] ^C^I,Z. ^$ix?.**i£^-v9^'iS'-»<7) 
[0 0 76] 7V-f -^r-cog^BS^tc^ig^-^-^ 

i-ztahnm^^v^ 9~\.zn \^xnwmmcr>\L v v 

[ 0 0 7 7 ] ^ ^>{3, itiittiatci m<y)m. 
If. m^\^Rx/mi^xmi^$ i^izti^ -y-tz- 

izmi^itmii. X *) B»®®lcStf B«2r#^ ^ b *-'X' 

[00 78] ^kl,z. 4iy. i—isxt^iiy^t'eDm^m 
m^zmf^mmm<Dmii^i:fmmm^-t?>^miz'D\,^ 
xmrn-ti. 

[00 7 9] 01 4 »4. 7ti>. f— tJjrUfX^y^rt'om 

# fi?B#t=fc(t 2.gla'fffc7)^^^^5^^«^If^^^■tMfflly^- 
^ :x :7 a— ?-v - h -C'S) S . 

[0080] 01 4tC^-^J:otC. t-r. ;^.T>yrST 
3 1X\ mm^2 0«y-A7-'-:J't;J: O^JM^ixT, 



•/rST3 ITHI^ -5 X7">/rST3 2 
T', Si|«gB2 0{i:y'-AT-^lci'9©JW$ixT. Hl^ 

^^S77i5^?:+li:-r-|.J:3tSfJffil-ri.. t.tz. 

3 l<7)a,S§:)|f£7)**Ef<JS2r^0Mf . ^^'i.tc. ><.7" yr 
ST3 3r. «iJ«gP2 OJiy-A-r-^'fcJ: OftHtW^tL 

{f 0 1 5 X'\t . ^m<n C P U ^ A- 7 ^ - A>'--K>-T'D,||i 
^•rS^^S^^-C'S) 0.01 6-C'{±tlI!lc7)C P UJf -v 7 

9 ^-ij^^f^v 1 ^B<r>m^mi: Ltz^itz^m<r>m 

^mn^ijmz^mLfz^m^r^-tmmm^mx'h ^ . 

01 lX't,i^m(r>CP\i^^^y9 9-t^-^£h^>X'2 

^^cnm^mi Ltzm^\.zmmMi<r)m7mifi^ t^^zr-fj 

mzf^mLfzm^^m-fmiB^mTr^mx'h t . 

[0081 ] Lfzii^-^X. ^y. i—i3XX/:^y^j:b'<7) 

mtfmiz, ^ff)m^m(r>mf:m.m.(fzm^^^\''>xdi,z 
m § m<^m^im t amimi^z cpu^-^y^^ -m<r) 
mmm<7)m^Mim<xf^m^^txm^^■t& xo^z ttztz 
if). m^mcom^bcpv^\y9 9-^(om^mcom 

*i:*«HSIfc^:oT, '£^^j:fitmmtif^^i>zniotii> 

Zbl,z^j:i>, 

[0082]<?:(c. ztii^ffiTt^y. ^-axx/^y^b' 
^m^m^^v-i-m^b'ti^'iri^miz. ^tn^iznmv 

x\.^hT'i-:iyimj^mni-r^m^i,z'o\^xmm-t&. 

[0083] mi 8tDj:X/mi 9liT^ aymx't-v 
(7)niiFi^^-tm)i'-^yyxj-^^'-hX'f>t, 
[00 84 ] 01 st^^-Tiatc. *-r. ;^T- xrsT 

4 If, $iJPa52 0(4y'-Ax-^tCj: 'OMm^tlX. 
T"yrST4 It-X— A^:— HT-Jfeixff. Xt^ ^TST 

4 2-c\ mm^2oiiy-M.7'-9i,z^'omm^tix. 

3 y h o- ^ 1 6 £^±^-*5ff $ ax ^.S *^ a *»Srf J 
CBrL. i^-^^W^ixTi-^itJf. Xf-'yrST4 3-C\ 
$iJffllgB2 0{4y-A-r-:J't:J:'5MfflI$irT, r-'f3>' 

[0 08 5] ^^C. Xx-y7'ST4 IT'X-A^r-FT 

T4 2T'3>'bo-5 1 6<7)±^-*>'ff$ixTV>^ltix 
«±\ $iJt«gP2 0{±y-AT-;5'tCctO$iJffli$iXT. XT- 

'/•rsTAA<ryTV^'^-<n9-y (i^) 

K)Ti:?^tf L . X 7^ •/ r S T 4 4 T-r V^^-cr>9-yif 
S>-?ittfJirt7t*^(C«±, Xx-y7-ST4 5-C\ $IJP 
gS2 0<±y-X.x-^(Cj:>3©Jfll$ixT, rL'-Y-^-jSfi 

•yrST4 '5X:'TVA^—iff)y . t.fz\tV'^'^'JX% 
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2 0«y-A-r-:J'Ci:'5©Jffll$irT, 3>ho-7l 

[00861 ZZX\ X-r'yrST4 7-C'3>'ha— 7 
1 6*«TlcAoTV^'5:tmt?. d:(0 (^4 ) COIN'S 1 i: 

■r /rST4 5T7-W'f-\r-*«;«ry. SitJi^y^WTT' 

^StfJBfLfcii^Wi:, <5:cO («4 ) c7)«.«2fc^o 

*iH3l.<^.S, Xx-y7"ST4 6T'T^ 

4) iO*f»3fc^-?T. y-v^mtjit/fX-A^ri^ 

(filiiJ;t(i-U-^) *<HBI.<^^„ 
[0 0 87] $^>{c:. Xx-yrST4 4t'T^-f-^-<?D 
:?-V*«^*»-9!ti:fiiBlfL:/::*^t={i:. 01 9«0;5ir-y 
rST4 8t:\ ©JffllgP2 0J±^-AT-^'tCJ:'3$"JP$ 



#S*>f 0*»S:f<IllrtS. ;2.7' yrST4 8-C;K>'. 
;^-r-yTST4 9X\ SiJ1»g|52 0{i^'-Af-^'tc<J: 0 

[0 0881 xf vysTASxru^'^-iiZ 
-^(c{±. (^4) c7)^jt®i t^oT, y--7;i^B#{i 

i.r^'»^o X-f •yTST4 9T3>-ho— 5 1 6 

CO (^4) o^m4i:^-5t". y-vymt:{S/h$v^r 

V^^. X7^ yrST4 9t;a>-hn-7 1 6C0 

<r> (^4) <04^®2i:=5r-?T, y-v;PWrl3 itXX-A 

[00891 
[*41 



[00901 ^Ji.{fEl2 0{±. x-M.^\iz.r^^y^ 
h. tfc. m2ix'\±y\y^'^-\,zt'ixr^y. nv. 
2 (r>m^<7)m^mmmx'h ttz. m2 2i,iy'u-^^r 

-l,zt '^X\:iy-/i^-^m^j:Zb^iJkk^tLfzr-(aym^. 

x'm'tim2cr)^'^(r)mmmmmx'h^ . ^hiiz. 112 
x-Amizi>'b^\>^T>( ^y^tf^tix^-^^^ 

m3<7)^-^i:iji-tmk'mmmx'ht. ^t>i,z^ m2 4 

1.3, 4S:S^-r^MM^T*S. 

[00 9 11 LTt^^oT. ±ia^fc®2tC*5V^T, y-v 

^ < ^ -> T {4 -5 ^ 0 i: J,;c i 3 $ fLT V ^ ^ 

TU^'V-eoMMtLi^^<^j:':>xmm(,zyu^ 



■tSC:t**-C^. J^Pty-A$— «5!KLtfC:i:A«T'# 

[009 21 :5r*J. r-f 3>'«^tCt5V^-C. O^-, ;^ 
V, ^l^^', f— IP*>. r o p t i o n J (4 

r o p t i o n J cr,^mcom^^iiM.r/mtmmxh 0 . 
m—&^j:t^cr>t^izz<^^x/mtmm^m^^x^-hm^ 
mi-r&^ti>x^^, ^ hiz^<^^<^7^ii)m<o 
^x'h 0 . ^(r>m^ <r>.^^mmzmi> z t 
I. 

[ 0 0 9 3 1 <j:tc. i»xf»<7)im^^iz-:>\,\xmmt 

So m2 6cr>^mmmi,z^-tJ:dl,z. CPlJ^^^'^^S 

'-%<Dmm.mm^mmmzi5\'r^Tm\.zim^mm^ 1 

0 1~1 0 5<7)5S^-C';*5-«*L, :feBiS*>'^<^r 
,K*^'tev^:fir*»^.jiiRic 1 0 1 102 tim^x\ 



(20) 



^m^l 0-20 1955 



1 0 3i)m&X\ 1 0 4*sitfeT\ 1 0 5*>'#feTS) 
S. 

[0 0 94] E2 7fcj:l/I12 8«i. ^^mzHif :S>16 

hxh^, zzx\ mzm^^^nm^^m-r^t. t 

a r g e t tiii^Xmoim&irm^X \^hn^<^C P 

^m'<x\^hi^^\:M<^^<r>cp\}^^^9^~x'h 

0. MAI Nhti^-^ >';P— ^v, SUBt{i:l22 7iD 
J: 2 8 t^-rfefi^JK^JOSOi t T'* S . 
[0095] 02 7tc*-rJ: die, t-f.^^m<^:^^ 

y)V'-^>^i,zmxm^im^^'t- y ^mi^-^tc 
^\.z\±. XT-yrsT5 irv-^'co^jM'fb^^ff 

X7"-y7-ST5 2t\ $IJfflia52 0{iir'-Ax-^'tC 

t/hSftixif. »:coxr /rsT5 3ic^tTL.. M^Jt 
target <;0A^*«4 AB ir^trjfc^^T, 

$iJffligP2O{±y-AT-^fcJ;0*Jfi?$iiT, M^i.t 
a r g e t«^^!iSffi*<7)#-f•*>i:-o*»S:^|aJBf 

target ■hmWm^(^^^X-WiX\X . -y r S 

T 5 4 X'd^<r)nmm^^m^h^< . nwm^nmm 

+ 1 LTXir-yrST5 2iO50SlC^&. -ttl^ 
rST5 $iJffll3P2 0{i:M-AT-:J't2j; OMW^ 

ixT. targe t *j>^«gffl*cos-f- «?yxtrr 

$rl#. HuSr2#. ±5r3#) TSbiXtf ;^f--yrST5 
[00 96] mz^ Xx-y7"ST5 5T, $ijffllg|52 0(1 

y-j>,^-'?t,zx'omm^ixx, mi^^tbmwd** 

2 0{4y'-A7--^t;j;'5$ij»$ix-c, 'i%m(r>9mim 

$<i>t3. x7"-yrsT5 8T\ mm^2o\±y-M. 

$<^>fc. Xx'yrST5 9-C\ «iJfflia52 0«^^-A 
$4>iC, Xf- yrST6 0t'. $<J»g52 0i4y-i.x- 
T--yrST6 IT-, $iJ8PgP2 OWy-i^T-'-:?^; J: O^J 

m^tix, 8sro«ia ( 0ij;t(f 5 (nmmti^^mmz 3 . 

ia2 8tC^-rJ:o{C, Xf--yrST6 2t\ SfJPgB2 0 



f- -yr ST 6 3T-. $IJffllgB 2 0 {±y-A 

tc, XT--yrSTe5X\ ®Jffl)SS2 0{4y-A'r-^lc: 

7=- -y r S T 6 6 T% ©Jffiias 2 0 «4 y- At^- i O $IJ 
»$nT, aS5c7)J!ia (^;e.«f5«0ia)iJP*«iSWB$lC3, 

^h\,z^ X7--yy'ST67X\ mmU20l,ii^-M, 

■f-if'izx*)mm^tix, '^mcomm^mx.iti, 8(7) 
y-M.y-'-^'<,zx^mm^ixx. Wi4mcr)mm mm 

b-t^mm) $^>{C, X7" yrST6 9 

x\ mmu2 0iiy-j^'f-:S'i>zx'omm^tix, $£± 
myy^co^mimr-rt, $^>ic. XT-yrsT7o 

t', $iJPgP2 0(i:^r'-i.7'-^tcJ;i9$iJffll§ixT, 
^>tc, Xr-y 7-ST7 1X\ mmM2 0tiy-J^'f-:}' 

i,zx*)mm^tix. xt- ^yr ST 7 oxum^ixtzMm 

5$5.mz-»m-t^>iikm^mn-t^. 

[0097] ll2 9<4ia2 7cOXT- yrST5 5iCio(t 
X'h^. 

[0 0 98] 02 9CS^-rJ:3tC. XT->yrST5 5 1 

x\ mmi2oiiy-j^'f-is^i,zx'omm^tix , w<- 

S t a r g e t iO*&fi$lC^ftfi?*i«>i.*-i:' d fM 
L , 3lW*>'*)<X{fX7^ -y r S T 5 5 2 X^±y V "/^ 

y^yL. mmmti^^j:ifrLifx^'yysT5 5 3i,zmji- 

Z<7)X'r'yy'ST5 5 3X\ mm^20iiy-J^¥ 
-l^izXOPm^tlX, li^TV-.§target*<U- 

XT-yrST5 54-et a r g e tJjU1^*tl^«<7)!J- 

'J-^SrLTV-i^ttilJf. XT- yrST5 5 5Ttar 
g e tU«'hO*tim<^S^fi^)i¥(::Jg!BJll¥3&*ftS*»t'9 

[0099] ^t>lZ^ X^-yyST53AX\ UmU2 
0\ty-M.^-^^ZX*)Um^flX. arget^mcO 

nm^cT) V -f-mi^coji«$tig!H!j)i$*>'$)ti{f XX -y r s 

T5 5 6T-^^77^$:;t>L, ClcOXx-yrS 
T5 5 6<0S^77i?'5{lilt**\ t7t{4, Xf--y7-ST 

xr-yy'ST5e commiommizw^-t^ . 

[0100] ^fz. XT--yrST 5 5 5-C\ $iJfflIgK2 0 
(i^r'-Ar-^'tcJ: *)mm^tlX , a r g e tJJti'l.tJJ^t 

iS#<7)Sf^«7)jt«${cig5%ji$;^i:$>ix{jXf--yrST5 5 7 

X'^y'^^S::fyL, tfz. :i<7)X7^'yTsr5 57 



(2 1) 



0-20 1 955 



<7)^y^ymtm\ tfzU. ;^ir>/7'ST5 5 5t' 

s T 5 6 (r>mm<:ommizWif-t^ . 

[0101] ll30Jill27O;?.x-yTST56c0Bg« 

[0 10 2] asot^-ti^lc. ;z.7^ /rsT5 6 1 
■C\ $iJfflia52 0(i>-'-AT-^tcJ:'9aiilfflI$ti-C. 
•yrST 5 eiT-targe tcr)*#)i?c7)|SfifC«>l.*>i:' 
d*^^fMt, itll$<^«5fi¥-<:'**itfXT<yrST 5 6 2 
L , jtJflOlSWT'^ttittf Xt^ >y r S T 5 6 3 T 
^WtC^fel^^J^'f > h & JD1|C tTiRcOXT^ -y r S T 5 6 
2(Cf^^Tt--S.. 

[0 10 3] $^>{c:. Xf-yrST5 6 2-C, mm32 
Oay-M.y'-^lrZX Omm^nX. target *fj 

LT v^i. ^ *^^¥iJB)f L , U LT v%ix(f Xf- 
'yy'ST56 4X'othe rCr)i^mcommThhi)^i:0 

•C'o t h e rOS^cO*&fif|!<^«Sli?-C'ftl.*^fc'3 

[0 104] ^t>lZ, XT-<yrST5 6 4T, $lJ«gP2 
0«4y-Ax-:?{Ci 0*IJ«I§tLT, o t h e r<7)*&ji# 

ioMiBT'^tmtf xir ■/ r s T 5 6 6 x'^mizmM^^ 

-!yh "ktmcom. t fzii. -y r S T 5 6 4 T- o t 

hercomm<mmx'$>tnf. <X(r)mm.emmizt5i'n> 

mMmcr)>imizw{7i'?>. 

[0 105] ttz. Xx-y7-ST56 5T\ $!lffllgB20 
ti^-Ax-rS'tCj: OWffll^ixT, o t h e rOftf^cO 

J§)5fc7)^fi¥t:-:$r(m(fXT--yrST5 6 7T#fi¥CC:feBi 

m^i-i yh^-)}m<om. tf^n. XT--yrsT5 6 st- 
o t h e r<7)Sfi^{7)^ji$c7)a5j»T-$>ix*i\ ixcr)mm<^m 
m^zi5^ftmmws<7)mm^z^n^i. , 

[0 1 06] 03 l{±ia2 7c7)XT->y7'ST5 6<7)Bi^f 

commizinf^hmmmmcomi^i^-tmmfi'-^ y y 

[0 1 0 7] 113 Itr^-fJ: dtc;, XT'-y^'STS 6 8 

•c\ $ijffliSB2 0{±y-AT-^icJ:OS'J»^a-c. yu 
^^-cn^m'^izmWh&i^t'oib^^^mL. B&^*« 

j>fi(f xt^ -y t s t 5 6 9 t\ ^ comMcommizM^m. 

^r-f >'bS:iDS:L, Xx-yTST5 6 8T-BiM*-' 

tfziiXr--/y'ST5 6 9<7y^m&^^ yhin 

[0 1 083 lll3 2«4ll2 7<5:)Xx-yTST5 7tc;jo(t 
[0 1 0 9] H3 2(C5^-rJ; die, Xx-yrSTS 7 1 

x\ mmM2oi,ty-M^y'-i^i,zx'omm^ttx. ta 

r ge t<?Dit^<7)4'3Rfi|!«:f-x-y:?-r-&. S^>{C, X-r 

-yrsT5 7 2T\ mmu2 oay-j^'f-^izx 

m^tlX, t ar ge t<59ll»#)}$$r^x'y;?-rS. -tCO 



f*, XT--yrST5 7 3T. SiJfflia82 OJi^^'-Ax-:^' 

izx 'omm^ixx. y'v-i^-cri^mti^^kxm-X'h^ii}^ 

i:' 3 i}^imS\ L . ^jkXmX'htUfXr- -y T S T 5 7 4 cT) 

^mizim^yi^-^ y h itm-t , * . x x y r s t 

573 -C target cr>^mif^ji:i\MX'^iftHi. Xx 
•y T S T 5 7 4 i0^fe^;K^ >■ h jDSl^taaS: i^^r 

[0110103 31402 7cOXTr.yrST 5 Stfctt 

[01111 03 3tS^-rj:3tc, xx-yT'STSS 1 

x\ mm^2oity-j^y-'-i^i,zi<omm^tLX . ta 

r ge t(5DH7uRfcOll|#li?cOf-x -y^Sr-f !>. 
XT--yTST5 8 2-C-. $'J^^2 0J4^>^-Ax-^tCi: 

Xir y XS T 5 8 3 T-ri^-f ^— CO^ 

Ji$*i=70?*-i:' 0 WBr-r I. . Xt- -y T S T 5 8 3 T 
ru-f-V-co#ll¥3!)*H7cJWrS>ii{4. Mffll^2 0J4y- 
M,T-i^l>Zj: ^mm^tlX. X-f-yTST5 8 4-r'#fi$ 
tCfegaK*f^>'hSrJP^-r^. ifc. Xx-yrST58 
3-CrU-f-V-C0#fi$*>'H7c)i?T'^ttit«\ xx>yrs 
T 5 8 4 c7)/feB^;K-f > himH&m'S: yr^fflt- 

[0 112] 03 4{4ll2 7OX-r-yrST5 9twt>(t 

tmmm(7)9m<7)mi^t:^mmf\^^yy n-^-v 

[0 113] m3 4lZ^^X0l,Z^ Xx>yTST5 9 1 
T% MffliaP 2 0 fi^'-^x-:? J: 0 ixT , t a 

•yrST5 9 2-C\ $lJffilgB2 Oti^r'-i^x-rJ-tC i D*] 

m\iti<hiXlIXr- y 7' S T 5 9 3 -Cri^ -V-tT)^!!?**' 
JiJI?*>fc"a*^2r¥iW-r.S<, XT--yrST5 9 ST'TU-^ 
•V-cO#«$*^mfi?T-J)ix{4\ $lj«a52 0{4y-A7-'-i5' 
t:J:D«iJP$ixT. Xx>yrST5 9 4T'#W=feBUg 
;}^-f Vh$rSDff-ri>. tJt. Xx yrST5 9 3T'ri- 
^ ^-ff^^mii^MMX-Wtiii. Xx>yrST594<?D 

[0114] 03 5{4ia270Xf--yrST6 OtZtJtt 

[0 115] m3 5\Z^-tXo\,Z^ XxyTST60 1 
X\ SiJfflia52O{4y-Ax-^tJ:0M1W§ilT, isflc 
aiTV^^^T«Olif$:^x-y^f -I., -eo^, Xx-yrs 
T6 0 2-C, »JfflI^»2 OMy-J^.'r-^I.Zii OMW^ix 

T , i5i ]:.mtim^zA\%mz[i!,x ^^^t-t'o *>^M»r l , 

4tfcM-C3bixJfXT->yrST6 0 3-C'4t5cMB#c05aSS: 
Xx-yrST6 0 2T4tS:ST^tm<4. X 
T- -y r S T 6 0 4 T'IBI t fi$*^Ml:l 3 tJcSICliiJ T K^hii^H 
3*»SrfJir-r&. Xx-yTST6 0 4T\ 



(22) 



^mW- 10-201955 



g|52 OUy-Af-^'tCi OSiJffll^flT. 3i&m.X'htl 
tf^-r-yrST6 0 5t:'3tjcSB#c7)Jt!MS:L. tti. X 
7'-yrST6 0 4-C3feet-=fe(m{f, X7">7rST6 

[0 116] la 3 6 Jill 2 7 iO^^x-yr ST 6 lt=fc(t 
[0 117] llI3 6tC5^t-J:3(C. Xx yrST6 1 1 

x\ mmwi2oiiy-2.f-i}'i,zj:r)mm^ixx, ta 

r g e tiOjtfi?2:flS<'ffl)3!*^'$)i.A^i^^*»€r¥'JISrL. t 
a r g e t<7)Jtfi?$rfl5<'S5B¥*^'*tl.tf:^X-yrST6 1 
2Ttarget CO^miZ^mSlit^^ > h StJU^-T -i. , 
tti. Xx-yrST6 1 IT'targe t<0^tR^S:flS<' 
^£5)I?*^^{ti^{^"X7"■yrST6 1 2(7)m.fk^7t-:^ yy-m 

[0 1 1 8] 03 7(iI12 7c7)X-f-yTST6 2(*fc{t 

X'h?>. 

[0 119] 03 7lC^-rJ; XT- yyST6 2 1 
SiJPSB2 0{i^-Ax-i5'tcJ;*9$<J»$n-C, ta 
r g e t <7)J&R¥tC F 7li?*»'J>-l.*^i: a *^Srf-x -yl^-t 
•S. 2 2-C. »Jfflia52 0(i;y- 

X -7^8X623 -e-?-<^*J»{c^&i^5i^-f y h irnm-t 

^mrn^-Ti. zcom.'mm7t^^yhi}uw-^m\ tfz 

(i, ^f--yrST6 2 2T*fi¥'4'tCH5lif*-'^V^i:¥iJ|ili 

«yrST6 2 5-C^i7)#J»tfeBtKJi?-f V-hCOSuSCSOa 

Jr-r-g., ^tz. X7^-y7'ST6 2 4-C'¥)i?4'tCF5fif<7) 
S5W^ fiJffiT t^v:^^tc{i;^-r -y T S T 6 2 5 co^g; 

fm^-i y htmmmi: y-rth . 

[0 1 20] ia3 8(ill2 7<7)Xx-yrST6 3~ST 
6 5t3t3{tl.— fe^cOKLJl, ^-^yi$'^</)!>miiXX/E. 
^<r,fm<omi^^yrrt^m)l~^yyr:i-i-^- hX- 

[0 121] 03 7lCS^-rJ: dtC. X^yTSTeSl 
$^t^^7^-yrST6 3 2X\ Um^2 OiiV-M.^- 

i^i,zx*)mm^ixx. tsir s^t(omm^hi>zv&^m 

(r>^3^'V^^-th. $^>IC, ;^7"-yrST6 3 3T', ©J 
|SPgB2 0\iy~J^7'-9\.ZX ^Umt:iXX. targe 

-/rST6 3 4T\ $WgP2 Oti^r'-Ar-^'tcJ: m\ 

m^tix. ^<^^mf>zimjs.^^^ yv<r)tm.9m^^ 

[0 1 22] 03 9{±ll2 7(?);?.7^-xrST6 6tCfc{t 

hmh<r^m.<r>m^^'jprtmnjv-^y y u-i-AT- h 



X'hh, 

[0 123] m3 9\,Z5TitXo^Z^ XT- yrST66 1 

x\ mm^2(nty-j^7'-'^\,zx'omm^ixx. ta 

r g e t(n^m(^m6i}^h^1}'i£0i)^^'m\L. tar 

get <r>^m<r>wS6ifihtiU:x7- >y rs t 6 6 2 -c-e^o 

rST661-Ctarget «0jtR?iOSjl5*>'^(m{fX 

•r-y rsT662 <7)imjs.^'i y htm.9m^'J->^ yy 

[0 1 24] 04O{ill2 7<O;^x y7°ST6 7fcl3(t 
[0 125] 04 OtC^-tJ; aiC. Xx>yrST6 7 1 

•c\ fs\m^2o\iy-j^'f-i>^zxm\m^ixx^ ta 

rgeteD|&JI¥co4«S5*J*«,*»iro*>S:*iMt. tar 

g e t<;0*&)ifcOtf«5*^'^iiltt'X-r yrSTe 7 2-C^<?0 

TST671Ttarge t iOMfi^^Otf «5*»'^»th.«f-^ 
T- yrST 6 7 2<0feBiJg.-K'f y hjDjscJoa^i^'A-yr 

[0 1 26] 04 l{i02 7<?DXx-y7'ST6 8tCtJ(t 

[0 127] 04 ItC^^-tidfc, Xx'yrST681 
•C\ Mfflia52 0«y-v^T-:J'lCj:'?SiJfflI$<XT. ta 

r g e t (ri^m<7)^m^ifih S *^ fc' a *»«:fJBf L , t a 

r g e t <r)^m<r)mmmi^hixis.x^ >y r s t 6 s 2 t 

7^-yrST681-Ctarge tOf^Rf 60fHEH^*«^tt 

naxx y r S T 6 8 2 <7)mjS^^ y -J 
■vyy-th. 

[0 128] 04 2(±02 7<:OX7^>/7"ST6 9tCtJtt 
^"Si^my y^<mm.mi^iyn^m'mii—^yyn- 

^^-hx'h^. 

[0 129] mA2\,Z9p:tiio\,Z^ ft. XT-yy°ST 

6 9ix\ mm^2 0iiy-j^y-'-:^izx 'omm^ti 
X. 1=^0 ft^. mz^ :xr-'yy°sT69 2x\ mm 

m2CHiy-J^f-^^iZX'0mm^tlX. target 

<5o#pco:t*> ^. 1 # g com^z^-^my 5 ^/(j^'Tf yt-^f a 

*»^flilt. X7^/rST692-C'targetc7)^if¥ 
«0S*» <^ 1 # a cop IC^t^fi? 7 9 >-C'$>ixtf . X 

x-yrST6 9 3T-^S:l^;K^>h^*jm-ri., 
■yrST6 9 2t:'targe t «S*^^> 1 #S<0 
Ji¥tC^ii$7 527-*^:^>'-C'^tm{i\ Xf--yrST6 9 

3 iOfe®^^;K>f y h coW^itsm ^'J^yy-L. t.tz\i 

XX y rs T 6 9 3 (Ofe^Jg^-f >- h ^0=^^^ti3!Q:g|f^ 
tC. Xx-y7-ST6 9 4t\ SllPgS2 0(±y-A7'-^ 
tci OSiJiW^ixt:, I S 1 4*>i: aA^SrWBf ( 1 4«C«0 
^^^^riiig) t-.?.. XT--yTST6 94T'I S 1 4 



(23) 



nmW- 10-201955 



6 9 2~ST6 9 4«#3!0;a2:^Ojg-r. Xr-yTST 
6 9 5<0 r I ++J li r I = I -)- 1 J Tifel., 

[0130] L7t*>'o-c, r^-<-^'-^o^#B?*^s:^igc p 

[0131] 

IWMco^^] 0 {c*»Hj(cJ:*itf , c P 

^crtm^ m^MW. t {iR^^ rate c P u ^ 5 ^ -ft 

cr>mm.'^(^m7m^\wmm^-txm?n'^h i o tc-rtt 

§ fi?coa*i: C P Udf A- 5 ^-©cOgl^O^n^ t 

[0 132] tfz. nm^\'7^'$^—^x\ A^o. aij^ 
^ ^it-thnm^ ^ry-? 9-%cr)nmM.umzmcom. 
m.cn>m^. :^'/-^-'JiiXv^fm\tm/mtkxm^ 

-Jts: >i^m.xmWth Z t t^X'^ i 0 ^^(r>h 
^m^-!f-M.^^Lts:ibifiX'% hbmz. ^tli^lzm 

mz=^m L-Ci&J5¥ 5r#Ji: Loot S t V a if%<r> 

[HI ] ^^mco-mtmm(,zi5i,fhm^^y-j^mmco 

[021 CPU^-r5^^'-*<df>'B$<0;<-y-b-i^'ai^J 
[03] CPU^^5^'^'-<7)rtffl (H?®0*it) 
[04] CPU^^^^'rJ'-cOI^JBa (mS<0^tt) COM 

2 tcfc {t i. ^mmmx'h h . 

[051 CPUdf^^i^^J'-cOF^lBB (Htrffi<?)*:14) COM 
^*i«L;^liai::']Mffi$r^-r0iO7^^b'i;3 y^- 

i?' 2 tC*5{t-l.^affl0T-S^ . 

[06] CP\i^^'y'?^-<7)^m (miffic7)^14) toga 
^7!)«^S')Sai*WBBSrSH-0 1 cO-rW tVg y^:-^' 
2 tcfc tt I. ^MffiHTS) ■!. „ 
[07 ] *^BJ<o)B«y--t.gatcJ;&cpu^-v5^' 

[08 ] nmmmx\ t®< i>=5rt^^coiaBfB$ 



^ 2 (CtJtt §aS^Bffi0T'S> S . 
[09 ] mm^:mh^<r>:< •yt-^-'ai^jHM^JSr^-r 
0 1 cOT^l^bVa y^— ^ 2tC*3(tS«^^ffl®0T-*> 

[010] -f-i^-i-yT-yB^co;^ y^-i^^tmmmi 
[011] i»-f-B#<o^ 'y^~i>w,^mmm^5T^^mi 

co-f 1^ b' V 3 y^:-^' 2 l:t>(t •?> ^aSi0-C'*> •& ♦ 
[012] 02coXT--yrSTlCOSHffiltJ»-b-/bi!l 

[013] 02cOX7"-yrST3lC*i(t^ffiScOCPU 
^■V7:?^'-t:^iS (^-y-fe-i^') 2:*a6y::*«-^coC P 

cO0JfflI;l^- ^ y 7 o— f-^r - h T-J) ^ , 
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Summary. 



(57) [Abstract] 

[Technical problem] While enjoying a mah-jongg game with presence with the 
expression according to the humanity and the peculiarity for every partner, language, 
etc., the problem of lapping on the layout of each screen-display region is solved by 
crying and moving the viewport of face expression for every tile. 
[Means for Solution] every [ by the waging-war situation for every waging-war 
character which CPU6 makes the condition data read from the record medium 5, 
image data, voice data, and game program data hold to RAMS, and is every waging- 
war character, and changes every moment ] condition data — the expression of a 
face, the movement of a face, a message, and a tile — while choosing image data 
and/or voice data, such as movement a squeal — every tile — a squeal — a tile — 
with a viewport, the image data which moved the aforementioned face expression 
viewport to the opposite side is chosen, and it controls to make it output to a 
television monitor 2 or a loudspeaker 4 as a game picture or a voice output 
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CLAIMS 



[Claim(s)] 

[Claim 1] it is characterized by providing the following — **** of a player and the 
contents of a discarded tile, the contents of a discarded tile of the waging-war 
character, and a face display at least — having — these players and the wagingrwar 
character — order — tiles, such as **** and a discarded tile, — the mah-jongg 
game equipment with which a mah-jongg game advances by repeating length and 
****** operation The control section which obtains the image data to which the 
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viewport of the face of the aforementioned waging-war character was moved one by 
one with the increase in a viewport. The image display section which carries out 
image display of the image data obtained by the aforementioned control section. 
[Claim 2] it is characterized by providing the following — **** of a player and the 
contents of a discarded tile, the contents of a discarded tile of the waging-war 
character, and a face display at least — having — these players and the waging-war 
character — order — tiles, such as **** and a discarded tile, — the mah-jongg 
game equipment with which a mah-jongg game advances by repeating length and 
****** operation The control section which obtains the image data to which the 
viewport of the face of the aforementioned waging-war character was moved one by 
one with the increase in a viewport. The image display section which carries out 
image display of the image data obtained by the aforementioned control section. The 
voice output section which carries out the voice output of the voice data obtained 
by the aforementioned control section. 

[Claim 3] **** of a player and the contents of a discarded tile, the contents of a 
discarded tile of the waging-war character, and a face are displayed at least It is 
the mah-jongg game method that a mah-jongg game advances by repeating length 
and ****** operation, these players and the waging-war character — order — tiles, 
such as **** and a discarded tile, — The mah-jongg game method which obtains 
the image data to which the viewport of the face of the aforementioned waging-war 
character was moved one by one with the increase in a viewport, and is 
characterized for this image data and/or voice data by image display and/or carrying 
out a voice output. 

[Claim 4] **** of a player and the contents of a discarded tile, the contents of a 
discarded tile of the waging-war character, and a face are displayed at least, these 
players and the waging-war character — order — tiles, such as **** and a 
discarded tile., while a mah-jongg game advances by repeating length and ****** 
operation The record medium with which the image data to which the viewport of 
the face of the aforementioned waging-war character was moved one by one with 
the increase in a viewport was obtained, and the mah-jongg game program 
characterized by image display and/or making it control to carry out a voice output 
was recorded in such image data and/or voice data. 



[Translation done.] 
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2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCFaPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the mah- 
jongg game equipment applied to a TV game etc., the mah-jongg game method, and 
the record medium with which the mah-jongg game program was recorded. 
[0002] 

[Description of the Prior Art] It is operating it through a controller conventionally, 
while a player s plays mah-jongg game equipment against three CPU players and a 
player s looks at its **** on the play screen of a mah-jongg table. The player and 
the CPU player repeated **** and the discarded tile in order, methamphetamine, tsi. 
the can, etc. cried further, the tile was carried out, **** was brought close to 
completion one by one, and the mah-jongg game was advanced by competing for 
completion of other three CPU players and ****. In the play screen which looked at 
the mah-jongg table from the top, besides the content of**** of a player The 
discarded tile of the information seen owing to the usual mah-jongg, for example, 
other three CPU players While methamphetamine, tsi, a can, etc. show, the tile etc. 
is displayed for every three CPU players and a player looks at these information, the 
state of **** of other three CPU players is predicted, one's discarded tile — a 
partner's **** completion — it became a tile, and it was playing carefully so that it 
might not transfer finial — oneself — ****5K******* — or a partner's discarded tile 
— himself — or a partner will do win and the victory or defeat of the time will be 
determined At this time, when it gave according to the content of **** which 
carried out win and ****** win was carried out itself, from other three persons, 
when win was carried out by a partner s discarded tile, the mark were got from the 
partner who transferred, and final victory or defeat were decided by the size of final 
mark. 
[0003] 

[Problem(s) to be Solved by the Invention] However, although the logical process of 
making it completing promptly and carrying out the win of one's **** earlier than 
other CPU players can be enjoyed with the above-mentioned conventional mah- 
jongg game equipment, without predicting the content of ****, and its completeness 
from a partner's discarded tile, and transferring a partner In addition, the peculiarity, 
the humanity, the psychology and also the language that is not what **, and the 
complexion for every partner peculiar to a mah-jongg game, There is no presence, 
such as operation, and it had the problem that pleasure of the true mah-jongg of 
playing reading them, predicting a partner's content of **** and its completeness 
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synthetically, and taking a discarded tile into consideration could not be acquired. 
[0004] moreover, the CPU character — the squeal of methamphetamine, tsi, a can, 
etc. — a case so that a tile may be occurred frequently — a squeal — it is possible 
that a problem arises on the layout of the screen-display region that the viewport of 
a tile becomes large and laps with the viewport of the face expression for every 
CPU character 

[0005] this invention solves the. above-mentioned conventional problem, and it aims 
at offering the, mah-jongg game equipment, the mah-jongg game method, and record 
medium which can solve the problem on the layout of a screen-display region by 
crying and moving the viewport of face expression for every tile while it can enjoy a 
mah-jongg game with presence with the expression according to the humanity and 
the peculiarity for every partner, language, etc. 
[0006] 

[Means for Solving the Problem] At least the mah-jongg game equipment of this 
invention **** and the contents of a discarded tile of a player, It is mah-jongg game 
equipment with which a mah-jongg game advances by repeating length and ****** 
operation, the contents of a discarded tile and the face of the waging-war character 
display — having — these players and the waging-war character — order — tiles, 
such as **** and a discarded tile, — It is characterized by having the control 
section which obtains the image data to which the viewport of the face of the 
aforementioned wagirig-war character was moved one by one with the increase in a 
viewport, and expansion, and the image display section which carries out image 
display of the image data obtained by the control section. At least the mah-jongg 
game equipment of this invention Moreover, **** and the contents of a discarded 
tile of a player, It is mah-jongg game equipment with which a mah-jongg game 
advances by repeating length and ****** operation, the contents of a discarded tile 
and the face of the waging^war character display — having — these players and the 
waging-war character — order — tiles, such as **** and a discarded tile, — The 
control section which obtains the image data to which the viewport of the face of 
the aforementioned waging-war character was moved one by one with the increase 
in a viewport, and expansion, It is characterized by having the image display section 
which carries out image display of the image data obtained by the control section, 
and the voice output section which carries out the voice output of the voice data 
obtained by the control section. As the mah-jongg game method of this invention, at 
least Moreover, **** and the contents of a discarded tile of a player. It is the mah- 
jongg game method that a mah-jongg game advances by repeating length and 
****** operation, the contents of a discarded tile and the face of the waging-war 
character display — having — these players and the waging-war character — order 
— tiles, such as **** and a discarded tile, — The image data to which the viewport 
of the face of the aforementioned waging-war character was moved one by one with 
the increase in a viewport and expansion is obtained, and this image data and/or 
voice data are characterized by image display and/or carrying out a voice output. To 
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the record medium of this invention, at least Furthermore, **** and the contents of 
a discarded tile of a player, the contents of a discarded tile and the face of the 
waging-war character display — having — these players and the waging-war 
character — order — tiles, such as **** and a discarded tile,, while a mah-jongg 
game advances by repeating length and ****** operation The image data to which 
the viewport of the face of the aforementioned waging-war character was moved 
one by one with the increase in a viewport and expansion is obtained, and the mah- 
jongg game program characterized by image display and/or making it control to carry 
out a voice output is recorded in such image data and/or voice data. 
[0007] Preferably moreover, the mah-jongg game equipment of this invention **** 
of a player and the contents of a discarded tile, the contents of a discarded tile of 
the waging-war character, and a face are displayed at least It is mah-jongg game 
equipment with which a mah-jongg game advances by repeating length and ****** 
operation, these players and the waging-war character — order — tiles, such as 
**** ,and a discarded tile, — the display of the face of the waging-war character, 
the movement of a face, a message, and a tile, while obtaining image data so that it 
may be in the corresponding [ any they are ] to waging-war situation of the waging- 
war character at least display state of the variable items, such as length and ****** 
operation a squeal — every tile — a squeal — a tile — a viewport is characterized 
by having the control section which obtains the image data which moved the face 
expression viewport to the opposite side, and the image display section which 
carries out image display of the image data obtained by the control section 
Preferably moreover, the mah-jongg game equipment of this invention **** of a 
player and the contents of a discarded tile, the contents of a discarded tile of the 
waging-war character, and a face are displayed at least. It is mah-jongg game 
equipment with which a mah-jongg game advances by repeating length and ****** 
operation, these players and the waging-war character — order — tiles, such as 
**** and a discarded tile, — the display of the face of the waging-war character, 
the movement of a face, a message, and a tile — the inside of variable items, such 
as length and ****** operation, — any they are at least While obtaining image data 
and/or voice data so that it may be in the display and/ or output state according to 
the waging-war situation of the aforementioned waging-war character a squeal — 
every tile — a squeal — a tile — a viewport is characterized by having the control 
section which obtains the image data which moved the aforementioned face 
expression viewport to the opposite side, the image display section which carries out 
image display of the image data obtained by the control section, and the voice 
output section which carries out the voice output of the voice data obtained by the 
control section Preferably moreover, as the mah-jongg game method of this 
invention **** of a player and the contents of a discarded tile, the contents of a 
discarded tile of the waging-war character, and a face are displayed at least. It is 
the mah-jongg game method that a mah-jongg game advances by repeating length 
and ****** operation, these players and the waging-war character — order — tiles. 
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such as **** and a discarded tile, — the expression of a face according to the 
waging-war situation for every waging-war character, the movement of a face, a 
message, and a tile, while obtaining image data and/or voice data so that it may 
become any to be at least among the variable items of length and ****** operation 
a squeal — every tile — a squeal — a tile — a viewport obtains the image data 
which moved the aforementioned face expression viewport to the opposite side, and 
is characterized for such image data and/or voice data by image display and/or 
carrying out a voice output Preferably furthermore, to the record medium of this 
invention **** of a player and the contents of a discarded tile, the contents of a 
discarded tile of the waging-war character, and a face are displayed at least, these 
players and the waging-war character — order — tiles, such as **** and a 
discarded tile,, while a mah-jongg game advances by repeating length and ****** 
operation Image data and/or voice data are obtained, the expression of a face 
according to the waging-war situation for every waging-war character, the 
movement of a face, a message, and a tile — so that it may become any to be at 
least among the variable items of length and ****** operation and a squeal — every 
tile — a squeal — a tile — with the viewport, the image data which moved the 
aforementioned face expression viewport to the opposite side is obtained, and the 
mah-jongg game program characterized by image display and/or making it control to 
carry out a voice output is recorded in such image data and/or voice data 
[0008] this composition — the CPU character — the squeal of methamphetamine, 
tsi, a can, etc. — a case so that a tile may be occurred frequently — a squeal, 
although a problem arises on the layout of the screen-display region that the 
viewport of a tile (sub****) becomes large and laps with the viewport of the face 
expression for every CPU character a squeal — a tile — the time — a squeal, if the 
viewport of the face expression for every CPU character is changed to the 
predetermined position of an opposite side one by one and is displayed on it as the 
display position of a tile The problem of the lap on the layout of a screen-display 
region is solved, it will cry, both the display of a tile and the display of the face 
expression for every CPU character will become clear, and a required waging-war 
situation will be acquired easily. 

[0009] every [ moreover, ] waging-war situation for every waging-war character 
which is every waging-war character and changes every moment — the expression 
of a face, the movement of a face, a message, and a tile — length and ****** 
operation — a picture output, if it is made to carry out a voice output While 
becoming possible to enjoy the mah-jongg game which the humanity of the waging- 
war character peculiar to a mah-jongg game, and a peculiarity and psychology are 
judged through expression, a message which is not what ** of a face, and has 
presence more It becomes possible to acquire the pleasure of the original mah-jongg 
of playing reading them, predicting synthetically the contents of **** of the waging- 
war character, and its completeness, and taking a discarded tile into consideration. 
[0010] Moreover, preferably, it is laughed as the expression of the face for every 
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waging-war character as image data in this invention at least, and they are a face, 
common face, and sadness face and a resentment face, moreover, the waging-war 
situation as output condition of image data [ in / this invention / preferably ] — the 
content of **** at the time of and the tile at the time of self-** — the tile at 

the time of a content and a discarded tile — a content, reorganization, and win — it 
is in any at least among the contents Furthermore, the movement of the face for 
every waging-war character as image data in this invention is movement which looks 
at which direction at least among the direction into which the tile was thrown away, 
the direction of the partner who cried, and the direction of a partner which carried 
out win preferably, furthermore, the tile for every waging-war character as image 
data [ in / this invention / preferably ] — length and ****** operation — the 
movement of ****, the movement of a discarded tile, and reach — the movement of 
a tile, and a squeal — it is how to move any at least among the movement of a tile 
[0011] The pleasure of the original mah-jongg of playing judgment of the mah-jongg 
waging-war situation according to the picture being attained, and taking into 
consideration the mah-jongg waging-war situation for every waging-war character 
with each of these data while the picture which is more rich in presence is acquired 
will be acquired. 
[0012] 

[Embodiments of the Invention] Hereafter, it explains, referring to a drawing about 
the operation form of this invention. 

[001 3] Drawing 1 is the block diagram showing the hard corhpositibn of the mah- 
jongg game equipment in 1 operation form of this invention. 

[0014] Mah-jongg game equipment 1 consists of a record medium 5 with which the 
game data which consist of the pulley main amplifier 3 and the loudspeaker 4, the 
image data and voice data, and program data for outputting the main part of a game 
machine (not shown), the television monitor 2 for outputting the picture of a game, 
and the voice of a game were recorded in drawing 1 . Here, record media 5 are the 
so-called ROM cassette by which ROM to which the program data storage offer 
example, the above-mentioned game data or the operating system was carried out 
was contained by the plastics case, an optical disk, a flexible disk, etc. 
[0015] The bus 7 which consists of the address, data, and a controller bus is 
connected to the arithmetic and program control (it is called Following CPU) 6 with 
which the operation in this main part of a game machine and a control system 
control each part, and RAMS and the interface circuitries 9 and 10 which can store 
various data, a digital signal processor 1 1 , the picture drawing processing processor 
12, and interface circuitries 13 and 14 are connected to this bus 7, respectively. A 
controller 16 is connected to this interface circuitry 10 through the operation 
information interface circuitry 1 5, and the instructions according to the manipulate 
signal from a controller 16 can be made to perform to CPU6. 

[0016] This digital signal processor 1 1 is write-in ******** of the image data which 
should mainly perform position calculation on two-dimensional, light source 



I 
I 



HI 0-201 955 



10 



calculation, generation of voice data, and processing processing, and the picture 
drawing processing processor 1 2 should draw to RAMS based on the calculation 
result in a digital signal processor 1 1. Moreover, through D/A converter 17, it 
connects with a television monitor 2 and the picture output of the interface circuitry 
13 is carried out, and it connects with D/A converter 18 pan through the pulley main 
amplifier 3 at a loudspeaker 4, and the voice output of the interface circuitry 14 is 
carried out. 

[0017] Here, as for mah-Jongg game equipment 1, the forms differ according to the 
use. That is, when the above-mentioned mah-Jongg game equipment 1 is constituted 
as home use, the television monitor 2, the pulley main amplifier 3, and the 
loudspeaker 4 consist of another objects with the main part of a game machine. 
Moreover, when the above-mentioned mah-Jongg game equipment 1 is constituted 
as business use, all the components shown in drawing 1 are contained in one 
housing of one apparatus. Moreover, when the above-mentioned mah-Jongg game 
equipment 1 is constituted as a nucleus, it sets a personal computer and a 
workstation. The above-mentioned television monitor 2 corresponds to the display 
for the above-mentioned computers, the above-mentioned picture drawing 
processing processor 12 It corresponds to the hardware on the add-in board carried 
in some game program data currently recorded on the above-mentioned record 
medium 5, or the expansion slot of a computer. The above-mentioned interface 
circuitries 9, 10, 13, and 14, D/A converters 16 and 17, and the operation 
information interface circuitry 1 5 correspond to the hardware on the add-in board 
carried in the expansion slot of a computer. Moreover, the above RAM 8 
corresponds to each area of the main memory on a computer, or an expanded 
memory. With this operation form, the above-mentioned mah-Jongg game equipment 
1 explains taking the case of the case where it is constituted as home use. 
[0018] Moreover, a controller 16 has start button 16a, A button 16b, B button 16c, 
and cross-Joint key 1 6d and stick type controller 1 6e and left trigger button 1 6f, 
right trigger button 16g, CI button 16h, C2 button 16i, C3 button 16J, C4 button 16k. 
connector 16m, and depth trigger button 16n. Here, to connector 16m, the memory 
for memorizing the advance state of a game etc. temporarily etc. is removable, 
moreover — the above-mentioned stick type controller 1 6e is operational not only 
in four directions but the direction of 360 degrees — becoming — **** — a Joy 
stick and abbreviation — it has the same function 

[0019] Next, the functional-block composition of the mah-Jongg game equipment 1 
of this invention is explained. 

[0020] The control section 20 is constituted by the above CPU6, digital signal 
processor 1 1 , picture drawing processing processor 1 2, and memory section (RAMS, 
interface circuitry 9, and record medium 5) 1 9. The game data which consist of 
image data, voice data, program data, etc. which were recorded on the record 
medium 5 CPU6 should make it perform various signal processing by the digital 
signal processor 11 — write-in ******** of the image data and voice data which 
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should draw to RAMS by the picture drawing processing processor 12 based on 
these various signal processing — it controls like 

[0021] Moreover, the operation input section 21 is constituted by the interface 
circuitry 10, the operation information interface circuitry 15, and the controller 16. 
By making the instructions according to the manipulate signal from the controller 16 
by the player perform to CPU6 In the display screen as shown in drawing 2 as which 

and the contents of a discarded tile of a player, the contents of a discarded 
tile of the waging-war character, a message, and face expression were displayed a 
player the waging-war character and turn — tiles, such as **** and a discarded tile, 

— a mah-jongg game can be advanced by repeating length and ****** operation In 
this case, **** is a tile on hand, a discarded tile is a tile thrown away into and 
self-**s are [ ****s are one sheet, with a tile to which it came firom ****, and ] one 
sheet, with an act to which it comes from ****. 

[0022] Furthermore, the image display section 22 will be constituted by an interface 
circuitry 13, D/A converter 17, and the television monitor 2, and the picture 
according to the mah-jongg waging-war situation for every CPU character will be 
displayed on a screen in inputting into interface-circuitry 1 3 pan the image data 
which performed write-in processing to RAMS through D/A converter 17 by the 
picture drawing processing processor 12 at a television monitor 2. 
[0023] Furthermore, the voice output section 23 will be constituted by an interface 
circuitry 14, D/A converter 18, the pulley main amplifier 3, and the loudspeaker 4, 
and the voice according to the mah-jongg waging-war situation for every CPU 
character will be outputted in inputting into an interface circuitry 14 and D/A 
converter 18 pan the voice data which performed write-in processing to RAMS 
through the pulley main amplifier 3 by the picture drawing processing processor 1 2 
at a loudspeaker 4. 

[0024] Here, operation by this invention is explained in more detail below about the 
control section 20 including CPUS controlled by the game data recorded on the 
record medium 5. 

[0025] an expression of a face corresponding [ for a control section 20 to obtain 
presence and predict a partner s contents of **** synthetically ] to the waging-war 
situation for every waging-war character, the movement of a face, a message, and a 
tile — it becomes the variable item of length and ****** operation — as — image 
data and voice data — obtaining — such image data and voice data — image display 

— and/or, it controls to carry out a voice output 

[0026] Moreover, the feeling value is set up according to the waging-war situation 
for every waging-war character and a control section 20 is controlled to choose and 
carry out image display of the image data which shows the expression of a face 
according to the sum total of the feeling value in the time to obtain the expression 
for every waging-war character according to the flow of a mah-jongg waging-war 
situation. 

[0027] Furthermore, while the sentiment value is set up according to the waging-war 
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situation for every waging-war character and a control section 20 chooses the 
image data which shows the expression of a face according to the sum total of the 
sentiment value in the time It controls to choose and carry out image display of the 
image data with which give priority over the expression selection by this sentiment 
value sum total, and only a predetermined time indicates the expression of a face 
according to the special situation to be so that the sentiment for every occasional 
waging-war character of the appears preferentially and in emphasis. 
[0028] furthermore, a control section 20 becomes a variable item corresponding to 
the high conditions of priority among each conditions of the waging-war situation for 
every waging-war character to express the situation for every waging-war character 
which the mah-jongg waging-war situation was sometimes alike, and responded — 
as — data — choosing — image display — and/or, it controls to carry out a voice 
output 

[0029] furthermore, the message data of the waging-war character which carried out 
message specification at the time of sell^** of a player for a control section 20 to 
consider as the hint of waging-war circumstantial judgment to the waging-war 
character to worry — choosing — image display — and/or, it controls to carry out 
a voice output 

[0030] They are four kinds of a laugh face, common face, and sadness face and a 
resentment face as the expression of the face for every waging-war CPU character 
above. In the case of Uchida, the woman of the front face of drawing 3 , drawing 3 is 
usually a face, drawing 4 is a laugh face, drawing 5 is a sadness face, the expression 
of the waging-war CPU character is a resentment face, and, as for drawing 6 , the 
face expression of other waging-war characters is similarly displayed for it in the 
display screen of a television monitor 2, respectively. 

[0031] moreover, a waging-war situation — the content of **** at the time of 
and the tile at the time of self-** — the tile at the time of a content and a 
discarded tile — a content, reorganization, and win — it is the content etc. 
Moreover, the movement of the face for every waging-war character carries out 
movement which looks at which direction at least among the direction into which the 
tile was thrown away, the direction of the partner who cried, and the direction of a 
partner which carried out win. furthermore, the tile for every waging-war character - 
- tiles, such as length and ****** operation, — movement — the movement of 

the movement of a discarded tile, and reach — the movement of a tile, and a 
squeal — it is the movement of a tile etc. Furthermore, the display message and 
voice output of the picture section are made to correspond to the expression of the 
face for every waging-war CPU character, in this case, the time of ****(ing) with 
reorganization (reach) in the front of a gate — henceforth — AGARI — a tile — 
except lengthens, and on condition that ****, it is declared simultaneously 
materialized Moreover, win is AGARI. furthermore, **** ~ by **** (state of waiting 
for AGARI) — this trouble — it is — for example, 1 **** — one more sheet — 
effective — it is in the state which serves as **** with a tile 
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[0032] Next, the example is explained in detail about the concrete contents of the 
game data which consist of image data, voice data, program data, etc. 
[0033] first a game — the initial set of before start and a sentiment value 
(mark) — carr/ing out — a game — inside It is under setting, the usual case which 
carries out a sentiment value set according to the situation, and sets the expression 
of a face according to the situation of the set sentiment value and its CPU 
character — it is — moreover, mah-jongg — a game — The conversation 
(message) for every CPU character and the expression of a face are decided 
according to the mah-jongg waging-war situation. When the CPU characters 
arbitrary at the time of own self^**** of a player are asked for conversation, it is 
the case where the CPU character displays on a screen by making conversation 
according to the situation in the time into a message. 

[0034] In the case of Uchida, it has by carrying out the initial set (+1 28 points) of 
the basic feeling value classified by character, and a feeling value set with a point 
and the feeling value set by the situation in a front station are carried out to the 
initial set of the feeling value for every CPU character of this: With a feeling value 
set with a point, it has in this case, and whenever it increases by 400 points from 
start it considers as +one point, and whenever 400 points decrease, it 

calculates as -one point. For example, when it became +one point when start 
****** was made into 30000 points, it had and a point turned into 30400 points, and 
it has and a point turns into 29600 points, it becomes -one point With moreover, the 
feeling value set by the situation in the front station in this case When win (it has 
gone up) is being carried out by the front station (+three points) and the win more 
than of **** is being carried out (+three points), When it was getting down when win 
was not able to be ********(ed) and carried out (-three points), and does not 
transfer (+three points) and transfers (-three points), the case (-one point) where 
win is carried out to a partner by self-** is set 

[0035] moreover, a game — the feeling value set by inside and its waging-war 
situation — the time of **** — the time of self^** and a discarded tile — win — 
the sum total of the following number of each point at the time and the time of the 
Nagare office is set as a feeling value In the case of Uchida's feeling value, at the 
tirne of **** In for example, the case of 3 or less **** (+ten points) In the case of 5 
or more ****s (-ten points), at the time of **** In the case of the **** rise by 
self-** (+three points) the time of applying reorganization (reach) at the time of 
one's discarded tile — it is not — self-****** — and the discarded tile is 
unnecessary, when it is a tile (-three points) the time of applying reorganization 
(reach) at the time of one s discarded tile — it is not — self-****** — and the 
discarded tile is unnecessary — a tile — not but and the self-**** is dangerous, 
when it is a tile (-three points) and applies reorganization (reach) at the time of its 
discarded tile (+ten points) When it cries at the time of its discarded tile (-six 
points) and reorganization (reach) can be applied at the time of the discarded tile of 
other houses (-ten points), the case (+six points) where it cries at the time of the 
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discarded tile of other houses — one's win, when it sometimes self-****** (+20 
points) one s win — the case (+20 points) where it sometimes acts as Shigekazu — 
one's win — the score calculation back at the time — having — a point (it is **1 for 
every 400 differences from start ******) — the win of other houses — the case (- 
20 points) where it sometimes transfers — the win of other houses — a self- 
******** case (-20 points) sometimes the win of other houses — the case (-14 
points) where it is sometimes ****(ing) more than **** — the win of other houses, 
when it does not sometimes get down and transfer (+14 points) the win of other 
houses — the score calculation back at the time — having — a point (it is **1 for 
every 400 differences from start ******) — When it is getting down at the time of 
the Nagare office when ****(ing) more than **** at the time of **** (-14 points), 
and it does not transfer (+1 4 points), it has after the score calculation at the time of 
the Nagare office, and is a point (it is **1 for every 400 differences from start 
******) etc. 

[0036] Furthermore, with the expression set of the face by the set feeling value, the 
expression of the face of the CPU character is usually changed to four kinds of a 
laughter face, common face, and sadness face and a resentment face according to 
the set feeling value, it — the time of **** — the time of self-** and a discarded 
tile — win — it is made to make it change every moment at the time, the time of 
the Nagare office, etc. The criteria of the feeling value at this time are as being 
shown below. 
[0037] 

tension quantity (178 or more feeling values): — laughter face tension common (88 - 
1 77 feeling values): — usually — a face tension — low (48 - 87 feeling values) : — 
sadness face tension minimum (47 or less feeling values): — resentment face usual 
Although the expression of the face of the CPU character is changing according to 
the set feeling value, in the case of the situation of the following CPU character, the 
expression of the face hung up over below has priority only for a moment or 
temporarily, and it returns to the expression of the face by normal operation 
(operation by the feeling value) again after that. 

[0038] In 3 or less **** of ****, at the time of ****, it laughs except the tension 
minimum, and usually becomes a face by the face and the tension minimum at it. 
[0039] In 5 or more **** of ****, it usually, gets angry in tension quantity except a 
face and tension quantity, and becomes a face. 

[0040] Moreover, in **** rise self-**, it laughs except the tension minimum at the 
time of self-**, and usually becomes a face by the face and the tension minimum at 
it. 

[0041] In unnecessary ******, it usually gets angry in tension quantity except a face 
and tension quantity, and becomes a face. 

[0042] In dangerous ******, it usually feels sad in tension quantity except a face 
and tension quantity, and becomes a face. 

[0043] Furthermore, about a motion of the face of the CPU character, when other 
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houses cry at the time of the gong end of other houses, it considers as the 
movement of a face which turns in the direction of the partner who cut the gong 
temporarily, and the partner who cried. However, when other houses cry. the person 
who cut the tile which cried becomes a resentment face temporarily, and has 
become the movement of a face which turns in the direction of the person who cried 
after that. 

[0044] furthermore, the reach of the CPU character — a tile, a discarded tile, and a 
squeal — the movement of the picture of a tile changes also with each CPU 
characters, while changing with above-mentioned feeling values (tension) 
[0045] next, a tile — the movement toward length and ****** operation is explained 
[0046] first, the reach for every CPU character although the movement of the 
picture of a tile changes also with above-mentioned feeling values (tension), it is as 
being shown in the next (table 1) this (Table 1) — by setting, I attaches vigor and it 
is upper shell reach, and S is made to slide just for a moment, it is reach, O is reach 
placed on that occasion, and K is reach performed by rotating a tile There are some 
inclinations also in man and woman's CPU character, and a male does movement 
which attaches vigor and carries out upper shell reach, and a woman does 
movement which is made to slide just for a moment and carries out reach. 
[0047] 
[Table 1] 
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[0048] Moreover, although the movement of the picture of the discarded tile for 
every CPU character changes also with above-mentioned feeling values (tension), it 
is as being shown in the next (table 2). by this (2 table), it sets, T is the case where 
a tile is thrown away by the movement thrown as shown in drawing 25 a, it is the 
case where a tile is thrown away as Y is a zoom rise and the case where carry out a 
zoom down and a tile is thrown away, gently as shown in drawing 25 b, and are 
shown in drawing 25 c and N slides length, width, and a mah-jongg table, and I is 
[ case / of~less as shown in drawing 25 d throwing There are some inclinations also 
in man and woman's CPU character, movement which throws away a tile is carried 
out so that a male may throw with sufficient vigor from a top, and a woman does 
gently zoom rise and movement which is made to carry out a zoom down and throws 



away a tile. 
[0049] 
[Table 2] 
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[0050] Furthemnore, although it cries for every CPU character and the movement of 
the picture of a tile changes also with above-mentioned feeling values (tension), it is 
as being shown in the next (table 3). this (Table 3) — although movement which sets, 
brings N at hand as it is, and is doubled with other tiles is carried out, the height of 
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the tile taken with a feeling value (tension) and the rate of zoom change, and a 
dilation ratio becomes high, so that a feeling value (tension) is high Moreover, X 
carries out movement which takes with length and width and is doubled with other 
tiles, and K carries out movement taken while rotating a tile. 
[0051] 

[Table 3] 
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[0052] in addition, the above various kinds — a tile — **** of a tile, the voice of 
concentration, etc. can also be changed according to length and ****** operation 
[0053] furthermore — a motion of **** — the same — right and left of **** — 
when bringing to which edge, placing beside **** and regarding as CHIRATSU at the 
time of **********, various ****** differ from these for every CPU character '■ — it 
carries out and changes also with mah-jongg waging-war situations According to 
those conditions, it is made to carry out a picture output. 
[0054] Next, if they are required while they stop [judge preferentially all of 
expression, and its message (conversation) and voice of a face of the CPU 
character in order of the waging-war situation item number, and / by the item with 
which conditions were filled ] judging after it and set simultaneously the 
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conversation data and face expression data for every CPU character of the in the 
item, they will set voice data. Moreover, even if it Judges to the last number in the 
item, in not fulfilling each conditions, it skips all also efface expression, conversation, 
and voice. That is, when it results in the following condition items, image display of 
the change items, such as the expression and the message of the face for every 
CPU character set up for every condition item of the (conversation), and voice, will 
be set up and carried out. 

[0055] However, it is the thing of the expression of the face controlled by the feeling 
value which is shown below, and which was described above, saying "it being usually 
a face", and the number of 14-1 corresponds to the message (conversation) 
mentioned later. [ for example / (14 -1, usually face) ] (Example of the CPU 
character : Uchida) 

a half — ****** — the time — 1. **** start (14-1. usually face) 

2. **** Start (14 -2, Usually Face) 

3. **** Start (14 -3, Usually Face) 

4. **** Start (14 -4, Usually Face) 

a half — ****** — the time — it half-******(ed) at 1. top (15 -01, usually face) 

2. The Last ****** Half-******(ed) with Point Higher than the Last ****** of 
Player by 30000 or More Points (15 -02, Usually Face). 

3. The Last ****** Half-******(ed) with Point Lower than the Last ****** of 
Player by 30000 or More Points (15-03, Resentment Face). 

4. The Last ****** Half-******(ed) at Point that it is Lower than 30000 Points and 
is Higher than the Last ****** of Player (15-04, Resentment Face). 

5. The Last ****** was Lower than 30000 Points, and Half-******(ed) at Low Point 
from the Last ****** of Player (15-05, Sadness Face). 

when applying reorganization (reach), the tile which is 1 . pursued and is cut with 
reorganization is dangerous — a tile (1-06, sadness face) 

2. Pursue and Reorganize (1 -05, Usually Face). 

Reorganization of the order [ of 3.6 ] less than (1-01, resentment face) 
4. Gong End Reorganization (1-04, Sadness Face) 

Reorganization of the order [ of 5.13 ] henceforth (1-02, sadness face) 

6. Reorganization of those other than Above-mentioned Conditions 1 - 5 (1 -03, 
Usually Face) 

Whien reorganization (reach) was able to be applied, it 1 . Pursued and reorganization 
was able to be applied (2-02, sadness face). 

Reorganization of the order [ of 2.6 ] less than was able to be applied (2-03, 
resentment face). 

3. Gong End Reorganization was Able to be Applied (2-01, Sadness Face). 

4. Self-****** Reorganization was Able to be Applied (2-04, Sadness Face). 

5. Except the Above-mentioned Conditions 1-4, Its **** is 3 or More (2-05, 
Sadness Face) ****s. [ at that Time ] 

6. Except the Above-mentioned Conditions 1 - 4, Its **** is 1 - 2 **** (2-06, 
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Resentment Face). [ at that Time ] 

7. Except the Above-mentioned Conditions 1 - 4. Its **** is **** (2 -07, Usually 
Face). [ at that Time ] 

The dark can of the gong was carried out (3-02, laugh face). 
The dark can of the gong was carried out (4-01, sadness face). 
The ** can of the gong was carried out (3 -03, usually face). 
When it cries (the Ming can, methamphetamine) 

1 . Gong was Cried (3-02, Laughter Face). 

2. From 1 was erased (3-01, sadness face).. 
3^ :ic:4c:tc:f: 1 Squeai (3-04, Sadness Face) 

When it cries (the Ming can, methamphetamine) 

1. When it is CPU Itself that Threw Away in Having Cried Gong (4-01, Sadness Face) 

2. When it is Player that Threw Away in Having Cried Gong (4-02, Resentment Face) 

3. From 1 was erased (4-03, sadness face). 

When it cries to the time (common) of crying at which it is shown below when not 
applied to the above item (tsi) 

1. From 1 was erased (3-01, sadness face). 

2. It Cried Including Gong (3 -03, Usually Face). 
When it cries (tsi) 

1 . From 1 was erased (4-03, sadness face). 

2. When it is [ the Discarded Tiie ] Gong in CPU Itself that Threw Away in Tsi Having 
Been Carried Out Including Gong (4-01, Sadness Face) 

3. When it is [ the Discarded Tile ] Gong in Player that Threw Away in Tsi Having 
Been Carried. Out Including Gong (4-02, Resentment Face) 

When it cries to the time (common) of crying at which it is shown below when not 
applied to the above item (common) 

1 . When Person Who Cried Has Less Than [ Order / of Six ] by **** 1 Squeal and is 
Lower than 20000 Points (4-06, Resentment. Face) 

2. When CPU Itself Has Already Cried [ Person Who Cried ] **** Further Less Than 
[ Order / of Six ] by **** 1 Squeal (4-05, Resentment Face) 

3. Person Who Cried is at **** 1 Squeal at the Time (4 -04, Usually Face) of the 
Order [ of Six ] Less Than. 

4. Person Who Cried is at **** 1 Squeal at the Time (4-07, Resentment Face) of 
the Order [ of Seven ] Henceforth. 

5. Person Who Cried is at 1 Squeal at the Time (4-08, Sadness Face) of Not **** 
but the Order [ of Six ] Less Than. 

6. At Squeal of Tile with Letters whose Person Who Cried is not **** in 1 Squeal, it 
is at the Time (4 -10, Usually Face) of the Order [ of Seven ] Henceforth. 

7. At Squeal whose Person Who Cried is not **** in 1 Squeal, it is at the Time (4 - 
09, Usually Face) of the Order [ of Seven ] Henceforth. 

8. Person Who Cried is Crying Including **** by 2 Squeals, and it is at the Time (4- 
1 1 , Resentment Face) of the Order [ of Eight ] Less Than. 
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9. When Persons Who Cried are 3 Squeals (4-12, Sadness Face) 

10. When Persons Who Cried are 4 Squeals (4-13, Sadness Face) 

When the CPU itself carried out a can and drama a can got, three or more own 
dramas a can of 1.CPU got (5 -02, usually face). 

2. One or More Own Dramas Can of CPU Got (5-01. Laughter Face). 

3. Three or More Dramas Can of Other Houses Got (5-^04, Sadness Face). 

4. One or More Dramas Can of Other Houses Got (5-03, Sadness Face). 
When other houses carried out a can and drama a can got, three or more own 
dramas a can of 1.CPU got (6 -02, usually face). 

2. One or More Own Dramas Can of CPU Got (6 -01, Usually Face). 

3. Three or More Dramas Can of Other Houses Got (6-04, Resentment Face). 

4. One or More Dramas Can of Other Houses Got (6-03, Sadness Face). 
When cutting a tile, it decided "1. Got down" (7-01, sadness face). 

2. — dangerous to although it is getting down and is harmless at 
reorganization — a tile is cut (7-03, sadness face) 

3. — it is getting down and dangerous — a tile is cut (7-02, sadness face) 

4. — getting down — **5Mc — the time of self-** — the highest — dangerous — 
not self-****** but an easy way out is cut with a tile (7-05, resentment face) 

5. — getting down — **** — the time of self-** — the highest — dangerous — 
not for self^****** but for reorganization, an easy way out is cut with a tile (7-03, 
sadness face) 

6. — getting down — **** — the time of self-** — the highest — dangerous — 
the tile which is not self-****** is cut with a tile (7-06, sadness face) 

7. Highest — Dangerous — Cut Tile (7-04, Resentment Face) 

8. Self-**** — Highest — Dangerous — Cut Not Self-****** but Easy Way Out 
with Tile (7-05, Resentment Face) 

9. the Time of Self-** — Highest — Dangerous — Dangerous with Tile to Not Self- 
****** but Reorganization — Cut Tile (7-06, Sadness Face) 

win — the time — 1 . **** (8 -02, usually face) 

2. Head HANE Went Up (10-01, Sadness Face). 

3. It Had by the Win Henceforth [ South Place ], and Point Turned into 30000 or 
More Points, and it Became being New Top (8-01, Laughter Face). 

4.3 time **, **** (8-03. laughter face) 

5. **** (8-04, Laughter Face) 

6. It Went Up Including Role of Spear Can (10-02, Laughter Face). 

7. It Went Up Including Bloom on ** (8-06, Laughter Face). 

8. It Submarine SeH^**(ed) (8 -07, Usually Face). 

9. It Acted as **** Shigekazu (10-03, Laughter Face). 

10. It acted as Shigekazu including the role of from 1 (10 -04, usually face). 

1 1 . It self-****(ed) including the role of from 1 (8-08, laughter face). 

12. At the Time of Comparatively Cheap **** in case it Raises and There is a Slight 
Low Price (8-09, Sadness Face) 
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1 3. At the Time of other than the Above-mentioned Condition 1 2 (8-05, 
Laughter Face) 

14. Win — Time (8 -10, Usually Face) of Slight Height in case Point Raises by 3200 
or More Points of Child and There is a Slight Low Price Going Up 

15. Win — Time (8-11, Sadness Face) of it being Comparatively Cheap, in case 
Point Raises by 3200 or More Points of Child and There is a Slight Low Price, and 
Going Up 

16. Win — Time (8-15, Sadness Face) of Child being Lower than 3200 Points, Point 
Having Applied Reorganization, and Back Gong Not Getting 

1 7. Win — Point — under from 3200 Points of Child — Reorganization — Not 
Applying ~ Win — Point — the Time above 1000 Points of Child (8-14, Sadness 
Face) 

18. Win — Point — under from 3200 Points of Child — Reorganization — Not 
Applying — Win — Time (8-16, Sadness Face) of Point being 1000 or Less Points of 
Child 

19. or it Has Applied Reorganization, it ******(ed) Self^[ 5 or More Order / of an 
after / Reorganization ] / and it Self^****(ed) — or Win — Time (8-1 2, Sadness 
Face) of Child 3200 or More Point Self-****(ing) / Point 

20. or it Has Applied Reorganization, it ******(ed) Self-[ 5 or More Order / of an 
after / Reorganization ] / and it Acted as Shigekazu — or Win — Time (8-05, Laugh 
Face) of Child Acting / Point / as 3200 or More Point Shigekazu 

21. or it Self^*3Mc*(ed) in Situation except Having Applied Reorganization, Having 
******(ed) Self-[ 5 or More Order / of an after / Reorganization ] /, and Having 
Gone Up ~ or Win — Time (8-1 3, Sadness Face) of Child 3200 or More Point Self^ 
****(ing) / Point 

22. or it Acted as Shigekazu in Situation except Having Applied Reorganization, 
Having *5i«Mc**(ed) Self-[ 5 or More Order / of an after / Reorganization ] /, and 
Having Gone Up — or Win — Time (10 -06, Usually Face) of Child Acting / Point / 
as 3200 or More Point Shigekazu 

When win is carried out (when it has influence on the own score of CPU) 

1. When Top is Reversed Henceforth [ South Place ] (9-01, Sadness Face) 

2. It Self-****(ed) More Than **** (9-02, Sadness Face). 

3. It Acted as Shigekazu More Than **** (1 1-01, Sadness Face). 

4. The CPU Itself was Self-****(ed) although Reorganization was Applied (9-03, 
Sadness Face). 

5. It Acted to the CPU Itself Having Applied Reorganization as Shigekazu (1 1-02, 
Sadness Face). 

6. Win — Win of the Point was Carried Out in 1000 or Less Points of Child, and the 
CPUs Itself were Parents (12-05, Sadness Face) 

7. Win — Win of the Point was Carried Out in 1000 or Less Points of Child, and the 
CPU Itself was Child (1 1-04, Sadness Face) 

8. It Self-****(ed) in Situations other than the Above-mentioned Conditions 1 - 7 
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(9-04, Resentment Face). 

9. It Acted as Shigekazu in Situations other than the Above-mentioned Conditions 1 
- 7 (11-03, Sadness Face). 

When win is carried out (when there is no influence in the own score of CPU) 

1. Head HANE was Carried Out (12-02, Sadness Face). 

2. When Top is Reversed Henceforth [ South Place ]. (12-01, Sadness Face) 

3. 7700 or. More Points of Child Covered Expenses of Win (12-03, Sadness Face). 

4. When Win Has Own Parents of CPU Kicked below 3200 Points of Child (12-05. 
Sadness Face) 

5. Situations other than the Above-mentioned Conditions 1-4 Went Up (12-04, 
Sadness Face). 

At the time of ****, It was ****(ing) more than 1 . and the Nagare office was 

carried out (1 3-01 , sadness face). 

2. Nagare Office of the Reorganization was Applied and Carried Out (13-02, Sadness 
Face). 

3. *5Mc*(ing) — **** — Reorganization — Not Applying — Win — Point Carried Out 
Nagare Office by Child's Hand of 1000 or Less Points (13-04, Sadness Face) 

4. ****(ing) — **** — Reorganization — Not Applying — Win — Point Carried Out 
Nagare Office by Child's Hand of 3200 or More Points (13-04, Sadness Face) 

5. Nagare Office was ****(ed) and Carried Out in Situations other than the Above- 
mentioned Conditions 1 - 4 (13-05, Resentment Face). 

6. Although it was Non-^^, Nagare Office was Carried Out in Situation of Getting 
Down (1 3-06, Sadness Face). 

7. Nagare Office was Carried Out by Non-** in Situations other than the Above- 
mentioned Condition 6 (13-07, Sadness Face). 

When it is the CPU itself which was carried out 1. **** at the time of the Nagare 
office by nine-sort YAO 9 *****5!e (1 3-OS, sadness face) 
2. When Player **** (1 3 -09, Usually Face) 

the time of the Nagare office by 3 **** — the 1 .CPU itself — win — the time (1 3- 

10, resentment face) of being one in a person 

2. The CPU Itself Transferred (13-11, Sadness Face). 

When what the can was carried out to the 1 . last for at the time of the Nagare office 
with 4 open cans is the CPU itself (13-12, sadness face) 

2. When what Can was Carried Out to Last for is Player (1 3-1 2, Sadness Face) 
When **** of the 1. last is the CPU itself at the time of the Nagare office by 
cardinal-winds child continuous hits (13 -13, usually face) 
2. When the Last **** is Player (13-15, Resentment Face) 

When the reorganization person of the 1. last is the CPU itself at the time of the 
Nagare office by 4 house reorganization (13 -14, usually face) 
2. When the Last Reorganization Person is Player (13-15, Resentment Face) 
Next, the conversation (message) and voice which are automatically performed at 
the time of own seH^**** of the CPU character are explained. However, the 
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expression of the face of the CPU character is corresponded to the laugh face and 
tune message (conversation) which is usually the thing of the expression of a 
sadness face four kinds of a face, a sadness face, and a resentnnent face of inside, 
and T-33 mentions later with the "sadness face" shown below. [ for example / (T- 
33, sadness face) ] moreover, the voice for every CPU character — it is (laughing 
voice) — according to the situation, if it is a (laughing voice) (for example, if 
"KUSUTSU", "WAHHAHA", "FUFU", etc. are (surprise voice)). "GYO". "U". "HEE". 
etc. are set up about four kinds of one persons at least (surprise voice) (laughing 
voice) (surprise voice) 

[0056] 1. When it is getting down and judges that it can finish getting down (T-33, 
sadness face) 

2. Although it did not necessarily judge that it was getting down and can still finish 
getting down, an easy way out is two or more sheets at a certain time (laughing 
voice). 

3. The CPU character itself has applied reorganization and the numbers of after 
[ reorganization ] self-***s|c5|c*** are seven tiles. (T-22, usually face) 

4. The CPU character itself has applied reorganization and the numbers of after 
[ reorganization ] self^******** are eight tiles. (Surprise voice) 

5. The CPU character itself has applied reorganization and the numbers of after 
[ reorganization ] self^******** are six tiles. (Surprise voice) 

6. The CPU character itself has applied reorganization and the numbers of after 
[ reorganization ] self-******** are four tiles. (Surprise voice) 

7. The CPU character itself has applied reorganization and the numbers of after 
C reorganization ] self^******** are three tiles. (T-24, resentment face) 

8. Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, it Remains, and Has Self-**, who Does Not Have the First Shot of 
Reorganization and it Becomes 3 **** (T-26, Laugh Face) 

9. Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, Remain, There is Self-**, who Does Not Have. the First Shot of 
Reorganization and it Becomes 3 ****, it is after the Above-mentioned Conditions 8 
(Laughing Voice). 

1 0. Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, it Remains, and Has Self-**, who Does Not Have the First Shot of 
Reorganization and it Becomes 2 **** (T-27, Sadness Face) 

1 1 . Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, Remain, There is Self-**, who Does Not Have the First Shot of 
Reorganization and it Becomes 2 ****, it is after the Above-mentioned Conditions 

1 0 (Laughing Voice). 
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1 2. Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, it Remains, and Has Self-**, who Does Not Have the First Shot of 
Reorganization and it Becomes 1 **** (T-28, Resentment Face) 

1 3. Although One Someone Had Applied Reorganization, when are not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization, Remain, There is Self-**, who Does Not Have the First Shot of 
Reorganization and it Becomes 1 ****, it is after the Above-mentioned Conditions 

1 2 (Laughing Voice). 

14. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself and Own Stage Fright Eye of CPU Character is Lost Mostly 
(Surprise Voice) 

15. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself and Own Stage Fright Eye of CPU Character is Lost (T-16, Sadness 
Face) 

16. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-02, Usually Face) of 2 

dksksiedk r^v skskskik 

1 7. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is after the Above-mentioned Conditions 1 6 (Laughing Voice) 
by the Time of 2 **** or 3 **** at Eye **** 1 Order. 

18. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-01, Usually Face) of 1 
****. 

19. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is after the Above-mentioned Conditions 1 8 (Laughing Voice) 
by the Time of 1 **** at Eye **** 1 Order. 

20. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and They are 4 or More (T-10, Resentment Face) ****s by the 
Time When Flow of Not Eye **** 1 Order but Sell^** is Bad. 

21. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-09, Sadness Face) of 2 **** or 3 **** by the 
Time When Flow of Not Eye **** 1 Order but Self-** is Bad. 

22. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-08. Sadness Face) of 1 **** by the Time 
When Flow of Not Eye **** 1 Order but Self-** is Bad. 

23. When One of the Above-mentioned Conditions 20-22 Has Already Happened and 
the Same Conditions Happen Once Again (Groan) 

24. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, Not Eye **** 1 Order but the Number of Remaining Self^** is 
Taken into Consideration and Own Stage Fright Eye of CPU Character is Thin (T~09, 
Sadness Face) 
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25. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 6, Usually Face) of 3 **** or 2 **** by the 
Time with Sufficient Flow of Not Eye **** 1 Order but Self-**. 

26. When **** is 2 **** when Conditions 25 Occur in 3 ****, or Conditions 25 
Occur [ **** ] in 2 ****, it is at the Time (Laughing Voice) of 3 ****. 

27. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 4, Sadness Face) of 1 **** by the Time 
with Sufficient Flow of Not Eye **** 1 Order but Self^**. 

28. When Conditions 27 Have Already Happened and the Same Conditions Occur 
Once Again (Laughing Voice) 

Next, when the arbitrary CPU characters are asked for conversation (message) at 
the time of own self-**** of a player, it explains setting a conversation set 
(message) for every the situation and its CPU character. 

[0057] At the time of own self^**** of a player, when a player asks the arbitrary 
CPU characters for conversation (message), like an old case, each following 
situation is preferentially judged from the conditions of a young number, the 
judgment after it is stopped by the condition item with which conditions were filled, 
and the conversation data and face expression data for every CPU character in the 
condition item are set simultaneously. (Example of the CPU character : Uchida) 

1. When it is getting down and judges that it can finish getting down (T-33, sadness 
face) 

2. Although it did not necessarily judge that it was getting down and can still finish 
getting down, an easy way out is two or more sheets at a certain time (T-34, usually 
face). 

3. When it can finish getting down if the tile which seems to be comparatively safe is 
included in an easy way out, although it is not getting down, it did not necessarily 
judge that it can finish getting down and there is only one easy way out (T-35, 
usually face) 

4. It is the time (T-36, sadness face) when it can finish getting down if the tile which 
seems to be comparatively safe is included in an easy way out although it is not 
getting down, it did not necessarily judge that it can finish getting down and an easy 
way out does not have one sheet, either. 

5. When are not getting down, it does not necessarily judge that it can finish getting 
down, there is only one easy way out and it has the tile which seems to be 
comparatively safe (T-37, sadness face) 

6. It is at the Above-mentioned Conditions 1-5 at the ********** Time (T-38, 
Sadness Face). 

7. When the CPU Character Itself Has Applied Reorganization and it is the First Shot 
(T-20, Usually Face) 

8. The CPU character itself has applied reorganization and the numbers of after 
[ reorganization ] self-******** are seven tiles. (T-22, usually face) 

9. The CPU character itself has applied reorganization and the numbers of after 
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[ reorganization ] self-***5Me*** are five tiles or six tiles. (T-23, resentment face) 

10. The CPU character itself has applied reorganization and the numbers of after 

[ reorganization ] self-******** are three tiles or four tiles. (T-24, resentment face) 

11. The CPU Character Itself Has Applied Reorganization and it is at the Times 
other than the Above-mentioned Conditions 7-10 (T-21, Usually Face). 

1 2. Although One Someone Has Applied Reorganization, when it is not Getting Down 
from the CPU Character Itself, and the CPU Character Itself Has Not Applied 
Reorganization and There is No Remaining Self-** (T-30, Sadness Face) 

13. Although One Someone Has Applied Reorganization, it is not Getting Down from 
the CPU Character Itself, and the CPU Character.Itself Has Not Applied 
Reorganization, There is Remaining Self-**, and who Has the First Shot of 
Reorganization (T-25, Usually Face). 

14. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self^**, and who Does Not Have the First Shot of 
Reorganization, and One Someone's Number of after [ Reorganization ] Self-****** 
is Less Than 4 Order, and it is at the Time (T-26. Laugh Face) of 3 or More ****s. 

1 5. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self-**, and who Does Not Have the First Shot of 
Reorganization, and One Someone's Number of after [ Reorganization ] Self-****** 
is Less Than 4 Order, and it is at the Time (T-27. Sadness Face) of 2 ****. 

1 6. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self-**, and who Does Not Have the First Shot of 
Reorganization, and One Someone's Number of after [ Reorganization ] Self^****** 
is Less Than 4 Order, and it is at the Time (T-28, Resentment Face) of 1 ****. 

1 7. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self-**, and who Does Not Have the First Shot of 
Reorganization, and One Someone's Number of after [ Reorganization ] Self-****** 
is Less Than 4 Order, and it is at the Time (T-29, Usually Face) of ****. 

1 8. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self-**, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' Number of after [ Reorganization ] 
Self-****** is 5 or More Order, and it is at the Time (T-30, Sadness Face) of 2 or 
More ****s. 

1 9. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self^**, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' Number of after [ Reorganization ] 
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Self^****** is 5 or More Order, and it is at the Time (T-31, Usually Face) of 1 

20. Although One Someone Has Applied Reorganization, by Not Getting Down from 
the CPU Character Itself, the CPU Character Itself Has Not Applied Reorganization 
and it Remains, and There is Self-**, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' Number of after [ Reorganization ] 
Self-****** is 5 or More Order, and it is at the Time (T-32, Resentment Face) of 

21. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself and Own Stage Fright Eye of CPU Character is Lost Mostly (T-05, 
Sadness Face) 

22. When Nobody Applies Reorganization, and it is not Getting Down from the CiPU 
Character Itself and Own Stage Fright Eye of CPU Character is Lost (T-06, Sadness 
Face) 

23. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-04, Resentment Face) of 
5 or More ****s. 

24. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-03 Sadness Face) of 4 

25. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-02, Usually Face) of 2 

sieafealeak r%r* *X aksksksk 

26. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at Eye **** 1 Order at the Time (T-01, Usually Face) of 

27. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-10, Resentment Face) of 4 or More ****s by 
the Time When Flow of Not Eye **** 1 Order but Self-** is Bad. 

28. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-09, Sadness Face) of 2 **** or 3 **** by the 
Time When Flow of Not Eye **** 1 Order but SeH^** is Bad. 

29. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-08, Sadness Face) of 1 **** by the Time 
When Flow of Not Eye **** 1 Order but Self^** is Bad. 

30. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-07, Sadness Face) of **** by the Time When 
Flow of Not Eye **** 1 Order but Self-** is Bad. 

31. When Nobody Applies Reorganization, and Not Getting Down, Turning the CPU 
Character Itself Not within Eye **** 1 Order but within 2 ****s and Carrying Out 

Inside (T-12, Usually Face) 

32. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, Not Eye **** 1 Order but the Number of Remaining Self-** is 
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Taken into Consideration and Own Stage Friglit Eye of CPU Character is Th\n (T-1 1 , 
Sadness Face) 

33. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, Not Eye **** 1 Order but the Number of Remaining SeH^** is 
Taken into Consideration and Own Stage Fright Eye of CPU Character is Thin (T-1 3, 
Laugh Face) 

34. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 4, Sadness Face) of **** or 1 **** by the 
Time with Sufficient Flow of Not Eye **** 1 Order but Self^**. 

35. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 6. Usually Face) of 3 **** or 2 *?Mc* by the 
Time with Sufficient Flow of Not Eye **** 1 Order but Self-**. 

36. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 7, Sadness Face) of 4 **** by the Time 
with Sufficient Flow of Not Eye **** 1 Order but Self^**. 

37. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 9. Sadness Face) of 5 or More ****s by the 
Time with Sufficient Flow of Not Eye **** 1 Order but Self-**. 

38. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 4, Sadness Face) of**** by the Time When 
Flow of Not Eye **** 1 Order but Self-** is Ordinary. 

39. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 5. Usually Face) of 1 **** by the Time 
When Flow of Not Eye **** 1 Order but Self-** is Ordinary. 

40. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 7, Sadness Face) of 2 **** - 4 **** by the 
Time When Flow of Not Eye **** 1 Order but Self-** is Ordinary. 

41 . When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself and Flow of Not Eye **** 1 Order but Self-** is Usually 5 or More 
****s but (T-1 9, Sadness Face) 

42. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 5, Usually Face) of**** by the Time whose 
Flow of Not Eye **** 1 Order but Self^** is not Not Much Good. 

43. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 7, Sadness Face) of 1 **** by the Time 
whose Flow of Not Eye **** 1 Order but Self-** is not Not Much Good. 

44. Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself, and is at the Time (T-1 8. Sadness Face) of 2 **** - 4 **** by the 
Time whose Flow of Not Eye **** 1 Order but Self^** is not Not Much Good. 

45. When Nobody Applies Reorganization, and it is not Getting Down from the CPU 
Character Itself and Flow of Not Eye **** 1 Order but Self-** is not So Good, it is 
at the Time (T-1 9, Sadness Face) of 5 or More ****s. 
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Here, about the contents of conversation (message), although it constitutes so that 
conversation (message) may be set for every the situation and its CPU character, 
the case where the CPU character is Uchida about the example is explained to an 
example. 

[0058] first of all — a game — as the example of an inner conversation (message) - 
- 1-01:" — here ... it is a match .. " 



1-02 
1-03 
1-04 
1-05 

1- 01 

2- 01 
2-02 
2-03: 
2-04 
2-05 
2-06 

2- 07 

3- 01 
3-02 
3-03 

3- 04 

4- 01 
4-02 
4-03 
4-04 
4-05 
4-06 
4-07 
4-08 
4-09 
4-10 
4-11 
4-12 

4- 13 

5- 01 
5-02 
5-03 

5- 04 

6- 01 
6-02 
6-03 



' — late ... there is nothing .. " 

which it was here and which is — match" 
' — be fastidious — even throwing away ... wanting-to win" 
Don t miss ... 
' — it passes ... this way" 
' ... It is [ not being needed and ] it.. " 
' — it is not related — a thing ... present me .. " 
' ..." which is already 

get down — " 
' — useless — being [ it / ... ]" 

' — yet in which it does not lose — " 

' ... From here ... " 

' — the thing from one ... I'm sorry — " 

' ..." to arrange 

' — here — this ..." to say 

'wish ... It is " as it is. 

' ... It is since it is fearful and there is nothing., " 
' — since it cuts ... it is **** .. " 
' — kicked ... from 1 ,. " 

so much — an oak — yet .. " 
' — having come ... me — the point .. " 
' ... Wanting-to already return" 
' ... What and aim .. It is ". 
'I oak ... It is wax" the bottom how. 
" — a few ... only a few was visible — " 

' — mah-jongg **** ... a way of life — the Homo sapiens's .. " 

" ... Mah-jongg being [ it / such a thing ]" 

'mah-jongg **** ... Homo sapiens who has struck ..." to project 

"... it is not mah-jongg **** and what by which it does not come — ' 

" — were [ this being a can and ] right ... if it finishes, it understands 

"meaning ... It is [ that it was and ] ". 

" — this ... being [ it / the can which is not good ]" 

" ... Kept cause" of me 

" — this of me — being [ it / the path to which it should go ]" 

" ... This is something.. It is previous announcement." 
" — it ... your own fate" 
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6- 04: "... still ... a match does not throw away — 

7- 01: "... yet — continuing — ****** — bad thing" 
7-02: " ... Kana along which it passes ... It is here and is ". 
7-03: "reach ... It is " somehow or other. 

7-04: " — it throws away ... here — " 
7-05: " — this ... ******** useless" 

7- 06: "... passing and ... such a place ... " 

8- 01: "this oak ..." which can go 

8-02: "... how many times it is not AGA **** among lifetimes the back — 

8-03: "AGA **** ... It aims and is ". 

8-04: "means ... It bounds and is ****." 

8-05: " — good ... as having thought — becoming .. " 

8-06: " — by no means ... there was no ata so far " 

8-07: " — to the extent that it is wonderful ... what and an aim .. " 

8-08: "... which hit — reading — " 

8-09: " ... It is if it is a reverse side.. " 

8-10: " — somehow ... or [ being high ] " 

8-1 1 : " ... A low eye, **" 

8-12: " ... If common, they are ata ****** long ago.. " 
8-13: " — here ... the limitation of me — being [ it / .. ]" 
8-14: was right ... this AGARI" 
8-15: " — '• this ... it cannot think now — " 

8- 1 6: I'm sorry [ " ] ... Unavoidable thing" 

9- 01: " — kept ... nows — fall" 
9-02: " is also it... Good AGARI" 

9-03: "... which cannot win — having carried out reach — " 

9- 04: " — a degree ... since it does not lose — " 

10- 01: " — I'm sorry and it ..." of me 
10-02: "— it ... being [ it / a strike ]" 

1 0-03: "... which came — at last — the last — " 

10-04: "1 From ..." 

10-05: " — it waited ... long thing" 

10- 06: " — here ... AGARI measure" 

1 1- 01: "lie ... Being [ it / this ]" 
11-02: "Unavoidable**" 

1 1-03: "lie ... Being [ it / this ]" 

1 1- 04: " — being small ... I considered — " 

12- 01: " — it is sad ... such top victory" 
12-02: "AGA ******'s" ... 

1 2-03: "HONTO ... It is [ that was dangerous and ] ". 

1 2-04: " — me — obtaining ... there is nothing AGA ** — " 

1 2-05: " — being useless ... more — parents — important — carrying out 
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13-01: " — being useless ... if this class does not have AGA ** .. " 
13-02: until it runs "risk ... having carried out what — me — " 
1 3-03: " — or [ being useless ] ... carrying-out-unreasonable" 
1 3-04: " — or [ being useless ] ... carrying-out-unreasonable" 
13-05: "Was reckless." 

1 3-06: " — it does not become in any way ... it is also in things " 
1 3-07: " — it does not become in any way ... it is also in things .. " 
1 3-08: Tm sorry [ " ] ... I want to have come to pass.. " 
13-09: " — not carrying out ... a distinguished citizen — " 
li3-10: "Convenience is too good".. 

1 3-1 1 : There is besides [ no / "]... Temper in which it lost .. " 
13-12: I'm sorry [ " ] ... It is made to pass and is ". 
13-13: " — the same wind ... having divided and had — by chance .. " 
13-14: " — this ... it is a draw — " 

13- 15: " — the convenience there ... without it passes — " 

14- 01: " — since it risks ... this **** — " 

1 4-02: " — immediately — parents ... since it is given — " 
14-03: " — me — it is ... only striking .. " 

14- 04: "north ... Since it is an I lover, it is ". 

15- 01: "this time ... It is satisfied and is" of 11. 

1 5-02: "today — seeing — the stroke [ ** / a stroke ] ... if it carries out — " of II 
15-03: Since there is no "defeat ... It is " shortly. 
1 5-04: Since there is no "defeat ... It is " shortly. 
15-05: " — being mortifying ... a breast is painful — " 

a degree — as the example of the conversation (message) of a tune — T-01 :" — 

advancing — ****** ... early" 

T-02: " — it can do ... going — ******" 

T-03: " — it can do ... without it cares — " 

T-04: " — it can do ... absolutely — " 

T-05: "stage fright ..." which is not visible 

T-06: "**** ... Useless" 

T-07: "also obtaining ... to a slight degree and it being a few" 
T-08: "It cannot progress".. 
T-09: "... not coming — why — " 

T-10: "... in which it does not lose — seeing — ** — " 

T-1 1: Also or [ "unreasonableness ] ..." which is not found 

T-1 2: " — what ... carrying out early — " 

T-1 3: " — me — since it wins ... memorizing — ** — " 

T-1 4: "... from here — mah-jongg ****" 

T-1 5: " — it is visible ... your hand" 

T-1 6: " etc. ..." carried out excitedly 
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T-1 7: " — completely — therefore ... without it cares — " 
T-18: There is no "vanity... Your hand" 
T-1 9: " — this ... mah-jongg" 

T-20: " — yet — the first shot — the made oak ... without it escapes .. fighting — " 

T-21: "~ here ..." of AGA ****** 

T-22: "— me ..." from AGA ** 

T-23: " — me ... since it does not lose — " 

T-24: " ... It is I **... It is " after having not given up. 

T-25: "now — yet ... the first shot — " 

T-26: "**** ... It is ******" continuously. 

T-27: Well [ " ] ... It is ******" continuously. 

T-28: "Don't give up." 

T-29: " ..." which caught up 

T-30: " — waiting ... wanting-to concentrate" 

T-31: "also obtaining ... silently and it being a few" 

T-32: " — me ... since there is no cage ** — " 

T-33: " — it can win there is nothing — " 

T-34: "transfer ... It is " without expecting. 

T-35: " — me ... since it does not transfer — " 

T-36: " — you ... being continued — " 

T-37: " — me ... it is not continued — " 

T-38: " — losing — ** .. there is nothing — " 

Moreover, other control of the control section 20 including CPU6 controlled by the 
game data recorded on the record medium 5 is explained below here. 
[0059] For a control section 20 to be controlled by game data, obtain presence, and 
predict a partner s content of **** synthetically Image data and voice data are 
obtained, the expression of a face according to the waging-war situation for every 
waging-war character, the movement of a face, a message, and a tile — so that it 
may become the variable item of length and ****** operation such image data and 
voice data — image display — and/or, while carrying out a voice output the squeal 
of methamphetamine, tsi, a can, etc. — a tile — the time — the squeal — it does 
not lap with the display position of a tile — as — a squeal — it is made to move to 
an opposite side one by one, and the viewport of the face expression for every CPU 
character is made to display it on it as the display position of a tile 
[0060] Moreover, the icon display is expanded at the time of the need for a can etc., 
and it succeeds in control so that a command (for example, can) possible for a 
player may become bright and it may be visible clearly so that a control section 20 
may be controlled by game data, and a player may overlook it and it can be played 
exactly [ there is nothing and ]. 

[0061] Furthermore, a control section 20 displays gradually the danger from which it 
hits for every waging-war CPU character and the discarded tile of a player turns 
into a tile for it to be controlled by game data and consider as the Guy Dunst 
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function and an exact play. 

[0062] The above-mentioned composition explains the operation hereafter. 
[0063] First, an electric power switch (not shown) is turned on and a power supply is 
supplied to mah-jongg game equipment 1. At this time, CPU6 reads image data, 
voice data, game program data, etc. from a record medium 5 based on the operating 
system currently recorded on the record medium 5. Some or all of this read image 
data, voice data, and game program data will be held on RAMS. Henceforth, CPU6 is 
controlled based on the game program data memorized on RAMS, and the content 
which a game player directs through a controller 1 6 to advance a game. That is, 
CPUS generates the command as a task for drawing or a voice output suitably based 
on the contents of directions (****, a discarded tile, reach a tile, methamphetamine, 
tsi, a can, Ron, etc.) directed from a game player through a controller 1 6. A digital 
signal processor 1 1 is based on the above-mentioned command, and performs 
generation of voice data, such as calculation of the position of the character on a 
two-dimensional flat surface etc., and light source calculation, and processing 
processing. 

[0064] Then, the picture drawing processing processor 1 2 performs write-in 
processing of the image data which should draw on RAMS etc. based on the above- 
mentioned calculation result. The image data written in RAMS is supplied to D/A 
converter 17 through an interface circuitry 13, after it is changed into an analog 
video signal here, it is supplied to a television monitor 2, and it is displayed as a 
picture on the screen. On the other hand, the voice data outputted from the digital 
signal processor 11 is supplied to D/A converter IS through an interface circuitry 14, 
and after being changed into an analog sound signal, it will be outputted as voice 
from a loudspeaker 4 through the pulley main amplifier 3 here, by these, **** of a 
player and the content of a discarded tile, the content of a discarded tile of the 
waging-war character, and the expression of a face displiay on the regular position 
everywhere — having — these players and the waging-war character — order — 
tiles, such as **** and a discarded tile, — a mah-jongg game will advance by 
repeating length and ****** operation Drawing 7 is a flow chart which shows change 
item control routines, such as face expression change according to the waging-war 
situation for every CPU character by the mah-jongg game equipment of this 
invention. 

[0065] a control section 20 is first controlled by the step ST 1 with game data to be 
shown in drawing 7 — having — a game — the initial set of a sentiment value is 
performed for every CPU character before start **** next, a control section 20 is 
controlled by the step ST 2 with game data — having — a game — a sentiment 
value is set for every CPU character inside by the conditions according to the mah- 
jongg waging-war situation Furthermore, priority is given to any [ the sentiment 
value which the control section 20 was controlled with game data, and was set for 
every CPU character, the conditions according to the mah-jongg waging-war 
situation, or ] they are at a step ST 3, variable items, such as expression of the face 
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for every CPU character, are set, and it controls to make this output to a television 
monitor 2 as a game picture. That is, usually, although variable items, such as face 
expression for every CPU character based on the sentiment value, are usually 
considered as the set Ask the CPU characters arbitrary at the time of self-** of a 
player for conversation, or When it results in priority special conditions, such as 
seeing **** and becoming a laugh face for a moment, or when it results in the 
waging-war situation set up, priority is given over the above-mentioned usual set, 
and variable items, such as face expression for every CPU character and a message, 
are set. then, half step ST4 — ****** — ******** — the above-mentioned steps 
ST1-ST3 are repeated, and when it ends, this mah-jongg game is ended until it 
judges and ends the movement of the face [ variable item / in this case ] according 
to the waging-war situation for every waging-war CPU character besides the face 
expression for every CPU character, a message, and a tile — length and ****** 
operation — there is voice etc. further 

[0066] For example, as an example of the display screen of the face expression for 
every CPU character, there are usually four kinds, a face, a laugh face, a sadness 
face, and a resentment face, like Uchida (front woman) of drawing 3 - drawing 6 . 
Moreover, as an example of the display screen of the conversation (message) for 
every CPU character The message indicator screen of the CPU character at the 
time of methamphetamine is shown in drawing 2 . The message indicator screen in 
ordinary **** at the time of a start which is not often or bad is shown, drawing 8 — 
a game — dangerous to drawing 9 -- the message indicator screen of the CPU 
character when cutting a tile is shown, the message indicator screen of the CPU 
character at the time of ISHANTEN is shown in drawing 10 , and the message 
indicator screen of the CPU character at the time of reach is shown in drawing 11 
[0067] Drawing 1 2 is a control-routine flow chart which shows initial set operation of 
a sentiment value of the step ST 1 of drawing 2 . 

[0068] As shown in drawing 1 2 , by making the example of the CPU character into 
Uchida (woman), first, a control section 20 is controlled by the step ST 1 1 with game 
data, and the initial set (128 points) of the basic sentiment value classified by CPU 
character is performed. Next, a control section 20 is controlled by the step ST 12 
with game data, present has and a sentiment value set with a point is performed. For 
example, at the time of 30000 start ******, it becomes +one sentiment value by 
30400 points, and becomes -one sentiment value by 29600 points. Furthermore, at a 
step ST 1 3, a control section 20 is controlled with game data, and performs the 
sentiment value set by the situation in a front station. For example, if win is carried 
out and the win more than of **** is further carried out by +three points, they are 
+three points etc. the above — a game — initial set operation of a sentiment value 
before start **** is completed 

[0069] Drawing 1 3 is the face expression for every CPU character at the time of 
asking the arbitrary CPU characters in the step ST 3 of drawing 7 for conversation 
(message), conversation (message), and an audio control-routine flow chart. 
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[0070] a control section 20 is first controlled by the step ST 21 with game data to 
be shown in drawing 13 — having — ■ a game — change item sets, such as face 
expression for every CPU character, conversation (message), and voice, are 
performed according to the waging-war situation inside next, a control section 20 is 
controlled by the step ST 22 with game data — having — a game : — it judges 
whether the arbitrary CPU characters were asked for conversation (message) at the 
time of own self-**3Wc of a player inside When it is Judged that it asked for 
conversation (message) at a step ST 22, a control section 20 is controlled by the 
step ST 23 with game data, and change items, such as face expression for every 
CPU character and a message, are set according to the waging-war situation in this 
time, moreover, when it is judged that it is not asking for conversation (message) at 
a step ST 22, after the end of a step ST 23, a control section 20 is controlled by the 
step ST 24 with game data — having — a half — ****** — ******** — the 
above-mentioned steps ST1-ST3 are repeated, and when it ends, this mah-jongg 
game is ended until it judges and ends everything but the expression of the face 
[ variable item / this ] according to the waging-war situation for every waging-war 
character, the movement of a face, a message, and voice — a tile — there are 
length, ****** operation, etc. 

[0071] Therefore, CPU6 makes the condition data read from the record medium 5, 
image data, voice data, and game program data hold to RAMS, and is every waging- 
war character. Image data and/or voice data, such as length and ****** operation, 
are chosen, every [ and / by the waging-war situation for every waging-war 
character which changes every moment ] condition data — the expression of a face, 
the movement of a face, a message, and a tile — In order to control to make it 
output to a television monitor 2 or a loudspeaker 4 as a game picture or a voice 
output, While being able to enjoy the mah-jongg game which the humanity of the 
waging-war character peculiar to a mah-jongg game, and a peculiarity and 
psychology are judged through expression, a message which is not what ** of a face, 
and has presence more The pleasure of the original mah-jongg of playing reading 
them, predicting synthetically the content of **** of the waging-war character and 
its completeness, and taking a discarded tile into consideration can be acquired. 
[0072] Moreover, since image display of the expression of the face in the time of 
responding to the sentiment value sum total according to the waging-war situation 
for every waging-war character is carried out, the expression for every waging-war 
character according to the flow of a mah-jongg waging-war situation is displayed, 
and the pleasure of the original mah-jongg of playing judgment of a mah-jongg 
waging-war situation being attained according to the expression, and taking into 
consideration the mah-jongg waging-war situation for every waging-war character 
while a player obtains presence can be acquired. 

[0073] furthermore, an expression of a face give priority over selection of the face 
expression by this sentiment value sum total, and corresponding to the special 
situation — the — since it sometimes comes out and displays, the sentiment for 
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every occasional waging-war character of the appears, and presence can be 
obtained more 

[0074] furthermore, the variable item corresponding to the high conditions of priority 
among each conditions of the waging-war situation for every waging-war character, 
i.e., the expression of a face and the movement of a face, a message, and a tile, a 
picture and/or in order to carry out a voice output, so that it may become length 
and ****** operation a mah-jongg waging-war situation being sometimes alike, and 
the situation for every waging-war character which responded appearing, and, while 
a player obtains presence more According to the situation for every waging-war 
character of the, judgment of a mah-jongg waging-war situation is attained, and 
much more pleasure of the original mah-jongg of playing taking into consideration 
the mah-jongg waging-war situation for every waging-war character can be acquired. 
[0075] Furthermore, since a message is outputted so that it may correspond to the 
face expression for every waging-war character displayed, it becomes the face 
expression and the message according to the mah-jongg waging-war situation, 
humanity, character, etc. of the waging-war character appear more, and presence 
can be obtained more. 

[0076] Furthermore, much more pleasure of the original mah-jongg of playing the 
hint of waging-war circumstantial judgment being obtained to the waging-war 
character to worry, and taking the hint into consideration in order to specify the 
waging-war character and to indicate the message by the output at the time of self- 
** of a player can be acquired.- 

[0077] furthermore, each conditions by the waging-war situation, the expression of a 
face, the movement of a face, and a tile — the pleasure of the original mah-jongg of 
playing judgment of the mah-jongg waging-war situation according to the picture 
being attained, and taking into consideration the mah-jongg waging-war situation for 
every waging-war character while being able to acquire the picture which is more 
rich in presence, if each data, such as length and ****** operation and also a 
message, and voice, is subdivided so that it may become more real can be acquired 
[0078] next, the squeal of methamphetamine, tsi, a can, etc. — a tile — the control 
to which the viewport of the face expression at the time is moved one by one is 
explained 

[0079] drawing 14 — the squeal of methamphetamine, tsi, a can, etc. — a tile — it 
is the. control-routine flow chart which shows viewport move operation of the face 
expression at the time 

[0080] a control section 20 is first controlled by the step ST 31 with game data to 
be shown in drawing 14 — having — a game ~ inside and a squeal — it judges 
whether there is any tile next, the step ST 31 — a squeal — when there is a tile, a 
control section 20 is controlled by the step ST 32 with game data — having — a 
squeal — the viewport of the face expression of the CPU character with the tile — 
a squeal — a tile does not hide — as — a squeal — a tile — with a viewport, it 
controls to set the display-position flag to +1 at an opposite side Moreover, when it 
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cries at a step ST 31 and there is no tile, a step ST 31 cries and the existence 
Judging of a tile is repeated, furthermore, a control section 20 is controlled by the 
step ST 33 with game data — having — the new display-position data of the 
viewport of the face expression of the CPU character — income — carrying out — 
a squeal — a tile — a viewport — an opposite side — it can shift — a squeal — 
face expression is displayed that a tile does not hide For example, when the right- 
hand side CPU character cries by methamphetamine and has not carried out the tile 
yet in drawing 15 , the viewport efface expression is the example of image display 
which shows an initial valve position. In drawing 16 , the right-hand side CPU 
character is the example of image display the viewport efface expression indicates 
the state where it moved downward to be at methamphetamine. when [ 1 st ] it cries 
and a tile is carried out. In drawing 1 7 , the right-hand side CPU character is the 
example of image display which shows the state where the viewport efface 
expression moved downward further when [ 2nd ] it cried and a tile was carried out, 
by the further methamphetamine. 

[0081] therefore, the squeal of methamphetamine, tsi, a can, etc. — a tile — the 
time — the squeal — it does not lap with the display position of a tile — as — a 
squeal — since it is made to move to an opposite side one by one and the viewport 
of the face expression for every CPU character was displayed on it as the display 
position of a tile — a squeal — the display of a tile and the display of the face 
expression for every CPU character become clear, and a required waging-war 
situation will be acquired 

[0082] next, the squeal of these methamphetamine, tsi, a can, etc. — a tile and 
reach — when a tile etc. can be performed, the case where the icon corresponding 
to them carries out an enlarged display is explained 

[0083] Drawing 18 and drawing 19 are control-routine flow charts which show 
operation of icon expansion mode. 

[0084] Zoom mode or normal mode is judged inside, and if it is zoom mode at a step 
ST 41, it is a step ST 42. a control section 20 is first controlled by the step ST 41 
with game data to be shown in drawing 18 — having — a game — If a control 
section 20 is controlled by game data, it judges whether the upper key of a 
controller 16 is pushed and the upper key is pushed, it is a step ST 43. and a control 
section 20 will be controlled by game data, and an icon display will disappear. 
[0085] Moreover, at a step ST 41 [ whether it is not zoom mode but normal mode, 
and ] Or if the upper key of a controller 1 6 is not pushed at a step ST 42 When it is 
judged that the control section 20 was controlled by game data, shifted to existence 
judgment of a turn (self-****) of the player of a step ST 44, and had the turn of a 
player at a step ST 44, it is a step ST 45. A control section 20 is controlled by game 
data, and a player judges [ a can or ] whether TSUMO win can be carried out. It 
judges whether at a step ST 45, a player is controlled by game data, a can or wheln 
it is judged that TSUMO win cannot be carried out, and a player can carry out reach 
of the control section 20. When it is judged that the reach of the player cannot be 
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carried out at a step ST 46. it judges whether the control section 20 was controlled 
by the step ST 47 with game data, and the controller 1 6 entered downward. 
[0086] Here, if the controller 1 6 is not downward contained at a step ST 47, it 
changed into the following state 1 of (Table 4), and it is a small icon display at the 
time of Normal, and the icon display has disappeared at the time of zoom. Moreover, 
at a step ST 45, a player will be in the following state 2 of (Table 4), a can or when it 
is Judged that TSUMO win can be carried out, an icon display is expanded [ the 
controller 1 6 is downward contained at a step ST 47, or ] at both the times of 
Normal and zoom, and a possible command (for example, can) becomes bright for a 
player. Furthermore, when it is judged that the reach of the player can be carried 
out at a step ST 46, it will be in the following state 3 of (Table 4), and a possible 
command (for example, reach) will both become bright for a player by small icon 
display at the time of Normal and zoom. 

[0087] Furthermore, when it is judged at a step ST 44 that there was no turn of a 
player, it judges whether a control section 20 is controlled by the step ST 48 of 
drawing 19 with game data, and methamphetamine, a can, tsi, and Ron can do for a 
player. When it is judged that methamphetamine, a can, tsi, and Ron can do at a step 
ST 48, it will be judged whether a control section 20 is controlled by the step ST 49 
of drawing 1 9 with game data, and the upward key of a controller 1 6 is pushed. 
[0088] Here, when it is judged that methamphetamine, a can, tsi, and Ron cannot do 
for a player at a step ST 48, it changed into the following state 1 of (Table 4), and it 
is a small icon display at the time of Normal, and the icon display has disappeared at 
the time of zoom. Moreover, when it is judged that the upward key of a controller 1 6 
is pushed at a step ST 49, it changed into the following state 4 of (Table 4), and the 
. command possible for a player became bright by the small icon display at the time of 
Normal, and the icon display has disappeared at the time of zoom. Furthermore, 
when it is judged that the upward key of a controller 1 6 is not pushed at a step ST 
49, it will be in the following state 2 of (Table 4), and an icon display is expanded at 
both the times of Normal and zoom, and a possible command (for example, can) 
becomes bright for a player. 
[0089] 

[Table 4] 
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[0090] For example, drawing 20 is an example of the display screen which shows the 
case where it is in the states 1 and 4 where the icon display has disappeared at the 
time of zoom. Moreover, in drawing 21 , it is an example of the display screen in the 
case of the state 2 which shows that methamphetamine, a can, and tsi are possible 
for a player by the icon display to which it was expanded, and drawing 22 is an 
example of the display screen in the case of the state 2 which shows that Ron is 
possible for a player by the icon display to which it was expanded. Furthermore, 
drawing 23 is an example of the display screen which shows the case where it is in 
the state 3 where a small icon indication is given also at the time of zoom. 
Furthermore, drawing 24 is an example of the display screen which shows the states 
1 , 3, and 4 where a small icon indication is given at the time of Normal. 
[0091] Therefore, since it succeeds in control so that an icon display may be 
expanded in the above-mentioned state 2 at both the times of the time of Normal, 
and zoom, a command (for example, can) possible for a player may become bright 
and it may be visible clearly, the oversight of a player can also be lost, and it can 
play exactly, and a mah-jongg game can be enjoyed further. 
[0092] In addition, in an icon display, the display of those other than Ron, a can. 
methamphetamine, and tsi, i.e.. "option", can listen to music, such as BGM. 
Moreover, the display on the right of "option" is rearranged, it is a function, and can 
use and wait for this rearrangement function at the times, such as the Seiichi color, 
and can also examine a tile. Furthermore, the display of the right is a display of **** 
and can know the occasional mark easily. 

[0093] Next, it throws away and the danger display of a tile is explained. Color 
display changes as are shown in the display screen of drawing 26 , and color display 
is carried out to the bottom in the face expression display screen region for every 
CPU character in five stages of the danger displays 101-105 and danger becomes 
high. That is, color display which is different while a rod line chart becomes long 
from the left to right-hand side as 101 is purple sequentially from the one where 
danger is lower, for example, 102 is green, 105 is [ 104 ] red in orange in yellow for 
103 and danger becomes high increases one by one. Moreover, it is made to display 
on it somewhat gloomily, covering the shade over the discarded tile which the CPU 
character ****5|e*(ed). In drawing 26 , the slash is put in and distinguished to the 
discarded tile. 

[0094] Drawing 27 and drawing 28 are control-routine flow charts in this invention 
which throw away and show the danger display action of a tile. When the language 
used for below is defined here, target is the CPU character of other houses other 
than the object which it is the CPU character of the object which throws away and 
is investigating the danger of a tile, and other throws away, and is investigating the 
danger of a tile, and it is the thing of danger display processing which is indicated to 
be MAIN to a main routine and is indicated to be SUB to drawing 27 and drawing 28 . 
[0095] As shown in drawing 27 . when it throws away into the main routine of this 
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invention and tiie danger display mode of a tile is performed first, initialization of a 
work is performed at a step ST 51, a control section 20 is controlled with game data 
at a step ST 52, and if the number of investigated target was smaller than four 
persons, when it will shift to the following step ST 53 and the number of investigated 
target will become the 4th person, it returns to the main routine of this invention. 
Furthermore, a waging-war partner's number is carried out +one at a step ST 53 to 
question the next waging-war partner at a step ST 54, if target which target which a 
control section 20 is controlled with game data, and is investigated judges whether it 
is a waging-war partner's number, and is investigated is not a waging-war partner s 
number, and it returns to processing of a step ST 52. Moreover, a control section 20 
is controlled by the step ST 53 with game data, and if target to investigate is a 
waging-war partner's number (they are [ bottom / No. 1 and / No. 2 and ] No. 3 
about a top in a front), danger detection processing after a step ST 55 will be 
performed. 

[0096] next, a control section 20 is controlled by the step ST 55 with game data — 
having — the inside of danger detection processing — the inside of a partner's 
discarded tile — the actual thing — the actual thing which detects whether there is 
any tile — a tile — processing is performed Furthermore, a control section 20 is 
controlled by the step ST 56 with game data, and processing of **** is performed. 
Furthermore, a control section 20 is controlled by the step ST 57 with game data, 
and processing of the most eminent person of the country is performed. 
Furthermore, a control section 20 is controlled by the step ST 58 with game data, 
and three-fundamental-tiles-related processing is performed. Furthermore, a control 
section 20 is controlled by the step ST 59 with game data, and ****-related 
processing is performed. Furthermore, a control section 20 is controlled by the step 
ST 60 with game data, and processing of a wall is performed. Furthermore, a control 
section 20 is controlled by the step ST 61 with game data, and processing (for 
example, processing which the tile with numbers of 5 makes dangerous [ tiles with 
numbers, such as 3 and 6, ] at the time of a discarded tile) of **** is performed. 
Furthermore, as shown in drawing 28 , a control section 20 is controlled by the step 
ST 62 with game data, and processing of a gong is performed. Furthermore, a control 
section 20 is controlled by the step ST 63 with game data, and processing of the 
Isshiki system is performed. Furthermore, a control section 20 is controlled by the 
step ST 64 with game data, and processing of a CHANTA system is performed. 
Furthermore, a control section 20 is controlled by the step ST 65 with game data, 
and processing of a 3 color system is performed. Furthermore, a control section 20 
is controlled by the step ST 66 with game data, and processing (for example, 
processing which the tile with numbers of 5 makes dangerous [ tiles with numbers, 
such as 3, 6, or 1. 4. ] at the time of a discarded tile) of a back line is performed. 
Furthermore, a control section 20 is controlled by the step ST 67 with game data, 
and processing (for example, processing which the tile with numbers of 1 and 8 
makes dangerous [ tiles with numbers, such as 4 and 7, ] at the time of a discarded 



HI 0-201 955 



41 



tile) of a score is performed. Furthermore, a control section 20 is controlled by the 
step ST 68 with game data, and processing between between 4 (for example, 
processing which the tile with numbers of 1 and 6 makes dangerous [ tiles with 
numbers, such as 2 of **** and 5, ] at the time of a discarded tile) is performed. 
Furthermore, a control section 20 is controlled by the step ST 69 with game data, 
and processing of an easy-way-out flag is performed. Furthermore, a control section 
20 is controlled by the step ST 70 with game data, and processing adding all the 
danger points of each item is performed. Furthermore, processing which divides into 
five stages the danger point which the control section 20 was controlled by the step 
ST 71 with game data, and was added at a step ST 70 is performed. 
[0097] the actual thing [ in / the step ST 55 of drawing 27 / in drawing 29 ] — a tile 
— it is the control-routine flow chart which shows operation of processing 
[0098] the discarded tile of target which a control section 20 is controlled by the 
step ST 551 with game data, and is investigated as shown in drawing 29 — the 
actual thing — a ******** [ that there is a tile ] — judging — the actual thing — if 
there is a tile — a step ST 552 — a safe flag — turning on — the actual thing — if 
there is no tile, it will shift to a step ST 553 if a control section 20 is controlled with 
game data, it judges whether target currently investigated is carrying out reach at 
this step ST 553 and reach is carried out — a step ST 554 — the discarded tile 
after the reach of waging-war persons other than target — the actual thing — if it 
judges whether there is any tile and reach has not been carried out — a step ST 
555 — the discarded tile of the last of waging-war persons other than target — the 
actual thing — it judges whether there is any tile 

[0099] furthermore, a control section 20 is controlled by the step ST 554 with game 
data — having — the discarded tile after the reach of waging-war persons other 
than arget — the actual thing — if there is a tile — a step ST 556 a safe flag — 
turning on — moreover, the safe flag processing. back of this step ST 556 or Step 
ST 554 — the actual thing — if there is no, tile, it will shift to processing of **** of 
the step ST 56 which is the next danger display processing 

[0100] moreover, a control section 20 is controlled by the step ST 555 with game 
data — having — the discarded tile of the last of waging-war persons other than 
arget — the actual thing — if there is a tile — a step ST 557 — a safe flag — 
turning on — moreover, the safe flag processing back of this step ST 557 or Step 
ST 555 — the actual thing — if there is no tile, it will shift to processing of **** of 
the step ST 56 which is the next danger display processing 

[0101] Drawing 30 is a control-routine flow chart which shows operation of the **** 
processing in processing of **** of the step ST 56 of drawing 27 . 
[0102] As shown in drawing 30 , a control section 20 is controlled by the step ST 
561 with game data, and it judges whether it is **** of the discarded tile of target at 
a step ST 561, and if it is **** of a discarded tile, it will shift to a step ST 562, and 
if it is not **** of a discarded tile, the danger point will be added to **** at a step 
ST 563, and it shifts to the following step ST 562. 
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[0103] Furthermore, if reach of whether a control section 20 is controlled by the 
step ST 562 with game data, and target is carrying out reach is judged and carried 
out and reach of whether it is **** of the discarded tile of other has not been 
judged and carried out at a step ST 564, it judges whether it is **** of the 
discarded tile of the last of other at a step ST 565. 

[0104] Furthermore, a control section 20 is controlled by the step ST 564 with game 
data, and if it is not **** of the discarded tile of other, if it is ***:|c of the discarded 
tile of other, it will shift to processing of ****** in processing of the next **** in 
the step ST 564 after adding the danger point to **** at a step ST 566. 
[0105] Moreover, a control section 20 is controlled by the step ST 565 with game 
data, and if it is not **** of the discarded tile of the last of other, if it is **** of the 
discarded tile of the last of other, it will shift to processing of ****** in processing 
of the next **** in the step ST 565 after adding the danger point to **** at a step 
ST 567. 

[0106] Drawing 31 is a control-routine flow chart which shows operation of the 
****** processing in processing of**** of the step ST 56 of drawing 27 . 
[0107] If a control section 20 is controlled by the step ST 568 with game data, it 
judges whether **** is in **** of a player and there is **** as shown in drawing 31 , 
it will be a step ST 569, and the danger point is added to **** of the ****, there is 
no **** at a step ST 568, or danger point addition processing of a step ST 569 is 
carried out. 

[0108] Drawing 32 is a control-routine flow chart which shows operation of 
processing of the most eminent person of the country in the step ST 57 of drawing 
27 . 

[0109] As shown in drawing 32 , a control section 20 is controlled by the step ST 

571 with game data, and the tile with numbers from two to eight of the discarded tile 
of target is checked. Furthermore, a control section 20 is controlled by the step ST 

572 with game data, target cries, and a tile is checked. Then, a control section 20 is 
controlled by the step ST 573 with game data, and it judges whether **** of a 
player is public 9 tile, and if it is public 9 tile, the danger point will be added to **** 
of a step ST 574. Moreover, if **** of target is not public 9 tile at a step ST 573, 
jump processing of the danger point addition processing of a step ST 574 will be 
carried out. 

[01 10] Drawing 33 is a control-routine flow chart which shows operation of 
processing of the three-fundamental-tiles relation in the step ST 58 of drawing 27 . 
[01 1 1] As shown in drawing 33 , a control section 20 is controlled by the step ST 
581 with game data, the three fundamental tiles of target cry, and a tile is checked. 
Furthermore, a control section 20 is controlled by the step ST 582 with game data, 
and it judges whether there is possibility of a package, and if there is possibility of a 
package, **** of a player will judge whether they are three fundamental tiles at a 
step ST 583. If **** of a player is three fundamental tiles at a step ST 583, a 
control section 20 will be controlled by game data, and will add the danger point to 
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**** at a step ST 584. Moreover, if **** of a player is not three fundamental tiles 
at a step ST 583, Jump processing of the danger point addition processing of a step 
ST 584 will be carried cut. 

[01 12] Drawing 34 is a control-routine flow chart which shows operation of 
processing of the **** relation in the step ST 59 of drawing 27 . 
[0113] As shown in drawing 34 , a control section 20 is controlled by the step ST 
591 with game data, **** of target cries, and a tile is checked. Furthermore, a 
control section 20 is controlled by the step ST 592 with game data, and it judges 
whether there is possibility of a package, and if there is possibility of a package, 
**** of a player will judge whether it is **** at a step ST 593. If **** of a player is 
9|e9Me9|c at a step ST 593, a control section 20 will be controlled by game data, and will 
add the danger point to **** at a step ST 594. Moreover, if **** of a player is not 
*5Me* at a step ST 593, jump processing of the danger point addition processing of a 
step ST 594 will be carried out. 

[01 14] Drawing 35 is a control-routine flow chart which shows operation of 
processing of the wall in the step ST 60 of drawing 27 . 

[01 1 5] As shown in drawing 35 , a control section 20 is controlled by the step ST 
601 with game data, and all the tiles that have appeared in ** are checked. Then, it 
judges whether the control section 20 was controlled by the step ST 602 with game 
data, and it judged whether the four same tiles would already have appeared in **, 
when it was a four-sheet wall, the time of a four-sheet wall was processed at a step 
ST 603. and if it is not a four-sheet wall at a step ST 602, the three same tiles have 
already appeared in ** at a step ST 604. Furthermore, a control section 20 is 
controlled by the step ST 604 with game data, if it is a three-sheet wall, the time of 
a three-sheet wall will be processed at a step ST 605, and if it is not a three-sheet 
wall at a step ST 604, the time of there being no wall will be processed at a step ST 
606. 

[01 1 6] Drawing 36 is a control-routine flow chart which shows operation of 
processing of **** jp the step ST 61 of drawing 27 . 

[01 17] If a control section 20 is controlled by the step ST 61 1 with game data, it 
judges whether there is any ******** about the discarded tile of target and there is 
******** about the discarded tile of target as shown in drawing 36 , the danger 
point will be added to **** of target at a step ST 612. Moreover, at a step ST 61 1, if 
there is no ******** about the discarded tile of target, danger point addition 
processing of a step ST 612 will be jumped. 

[01 18] Drawing 37 is a control-routine flow chart which shows operation of 
processing of the gong in the step ST 62 of drawing 27 . 

[01 1 9] a control section 20 is controlled by the step ST 621 with game data to be 
shown in drawing 37 — having — the discarded tile of target — a gong — it is 
confirmed whether there is any tile fijrthermore, a control section 20 is controlled by 
the step ST 622 with game data — having — the inside of **** of a player — a 
gong — a ******** [ that there is a tile ] — judging — the inside of **** — a gong 
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— if there is a tile, processing which adds the danger point to the ^iomc* at a step ST 
623 will be carried out this danger point addition processing back or a step ST 622 - 

- the inside of **** — a gong — when it is judged that there is no tile, a control 
section 20 is controlled by the step ST 624 with game data — having — the inside 
of **** — a gong — it judges whether there is any **** of a tile furthermore, the 
step ST 624 — the inside of **** — a gong — when it is judged that there is **** 
of a tile, addition processing of the danger point is carried out to the **** at a step 
ST 625 moreover, the step ST 624 — the inside of **** — a gong — when it is 
judged that there is no **** of a tile, danger point addition processing of a step ST 
625 is jumped 

[0120] Drawing 38 is a control-routine flow chart which shows operation of 
processing of the Isshiki system in Steps ST63-ST65 of drawing 27 , processing of a 
CHANTA system, and processing of a 3 color system. 

[0121] As shown in drawing 37 , a control section 20 is controlled by the step ST 

632 by step ST631 pan with game data, it cries to the discarded tile pan of target, 
and a tile is checked. Furthermore, a control section 20 is controlled by the step ST 

633 with game data, and self-****** is checked in the discarded tile of target. 
Furthermore, a control section 20 is controlled by the step ST 634 with game data, 
and addition processing of the danger point is carried out to the ****. 

[0122] Drawing 39 is a control-routine flow chart which shows operation of 
processing of the back line in the step ST 66 of drawing 27 . 
[0123] If a control section 20 is controlled by the step ST 661 with game data, it 
judges whether there is any back line of the discarded tile of target and there is a 
back line of the discarded tile of target as shown in drawing 39 , addition processing 
of the danger point will be carried out to the **** at a step ST 662. Moreover, at a 
step ST 661, if there is no back line of the discarded tile of target, danger point 
addition processing of a step ST 662 will be jumped. 

[0124] Drawing 40 is a control-routine flow chart which shows operation of 
processing of the score in the step ST 67 of drawing 27 . 

[0125] If a control section 20 is controlled by the step ST 671 with game data, it 
judges whether there is any score of the discarded tile of target and there is a score 
of the discarded tile of target as shown in drawing 40 , addition processing of the 
danger point will be carried out to the **** at a step ST 672. Moreover, at a step 
ST 671, if there is no score of the discarded tile of target, danger point addition 
processing of a step ST 672 will be jumped. 

[0126] Drawing 41 is a control-routine flow chart which shows operation of 
processing between four, while being able to set to the step ST 68 of drawing 27 . 
[0127] If a control section 20 is controlled by the step ST 681 with game data, it 
Judges whether there is between four between the discarded tiles of target and 
there is between four between the discarded tiles of target as shown in drawing 41 , 
addition processing of the danger point will be carried out to the **** at a step ST 
682. Moreover, at a step ST 681, if there is between [ no ] four between the 
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discarded tiles of target, danger point addition processing of a step ST 682 will be 
jumped. 

[0128] Drawing 42 is a control-routine flow chart which shows operation of 
processing of the easy-way-out flag in the step ST 69 of drawing 27 . 
[0129] As shown in drawing 42 , first, a control section 20 is controlled by the step 
ST 691 with game data, and it is referred to as 1= 0. Next, a control section 20 is 
controlled by the step ST 692 with game data, an easy-way-out flag judges whether 
it is ON from the left of **** of target to the 1st tile, and by the step ST 692, to the 
left of **** of target to the 1st tile, if an easy-way-out flag is ON, the danger point 
will be initialized at a step ST 693. At a step ST 692, to the 1st tile, if an easy-way- 
out flag is not ON, initialization processing of the danger point of a step ST 693 will 
be jumped from the left of **** of target, or a control section 20 is controlled by 
the step ST 694 with game data after initialization processing of the danger point of 
a step ST 693, and it judges whether it is I>=14 (all of **** of 14 sheets are 
checked). The easy-way-out flag +1 is added [ I ], and each processing of Steps 
ST692-ST694 is repeated until it is set to I>=14 at a step ST 694. of a step 

ST 695 is "1=1+1." 

[01 30] Therefore, about possibility that will hit for every waging-war CPU character, 
and the discarded tile of a player will turn into a tile, since the danger is displayed 
for every waging-war CPU character as two or more five stages, with the guidance 
function to a player, it can hit, an oversight of a tile can also be lost, it can play 
exactly, and a mah-jongg game can be enjoyed further. 
[0131] 

[Effect of the Invention] according to this invention as mentioned above — the 
squeal of the methamphetamine of the CPU character, tsi, a can, etc. — a tile — 
the time — the squeal — a tile — if it is made to move to an opposite side one by 
one and the viewport of the face expression for every CPU character is displayed on 
it as a display position — the problem on the layout of a screen-display region — 
being cancelable — a squeal — the display of a tile and the display of the face 
expression for every CPU character can be clarified, and 

[0132] every [ moreover, ] waging-war situation for every waging-war character 
which is every waging-war character and changes every moment — the expression 
of a face, the movement of a face, a message, and a tile — length and ****** 
operation — a picture output, if it is made to carry out a voice output While being 
able to enjoy the mah-jongg game which can judge the humanity of the waging-war 
character, and a peculiarity and psychology through expression, a message which is 
not what ** of a face, and has presence more The pleasure of the original mah- 
jongg of playing predicting synthetically the content of **** of the waging-war 
character and its completeness based on them, and taking a discarded tile into 
consideration can be acquired. 
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[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3-lh the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the hard composition of the mah-jongg 
game equipment in 1 operation gestalt of this invention. 

[Drawing 2] The CPU character is a display screen view in the television monitor 2 
of drawing 1 which shows the example of a message output screen at the time of 
methamphetamine. 

[Drawing 3] The face expression of Uchida (front woman) of the CPU character is a 
display screen view in the television monitor 2 of drawing 1 which usually shows a 
face output screen. 

[Drawing 4] It is a display screen view in the television monitor 2 of drawing 1 which 
the face expression of Uchida (front woman) of the CPU character laughs, and 
shows a face output screen. 

[Drawing 5] It is a display screen view in the television monitor 2 of drawing 1 which 
the face expression of Uchida (front woman) of the CPU character feels sad, and 
shows a face output screen. 

[Drawing 6] It is a display screen view in the television monitor 2 of drawing 1 which 
the face expression of Uchida (front woman) of the CPU character gets angry, and 
shows a face output screen. 

[Drawing 7] It is the flow chart which shows change item control routines, such as 

face expression change according to the waging-war situation for every CPU 

character by the mah-jongg game equipment of this invention. 

[Drawing 8] a game — it is at the start time and is a display screen view in the 

television monitor 2 of drawing 1 which shows the example of a message output 

screen at the time of ordinary **** which is not often or bad 

[Drawing 9] dangerous — it is a display screen view in the television monitor 2 of 

drawing 1 which shows the example of a message output screen when cutting a tile 

[Drawing 10] It is a display screen view in the television monitor 2 of drawing 1 

which shows the example of a message output screen at the time of ISHANTEN. 
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[Drawing 1 1] It is a display screen view in the television monitor 2 of drawing 1 
which shows the example of a message output screen at the time of reach. 
[Drawing 1 2] It is the control-routine flow chart which shows initial set operation of 
a sentiment value of the step ST 1 of drawing 2 . 

[Drawing 13] They are the face expression for every CPU character at the time of 
asking the arbitrary CPU characters in the step ST 3 of drawing 2 for conversation 
(message), conversation (message), and an audio control-routine flow chart 
[Drawing 14] the squeal of methamphetamine, tsi, a can. etc. — a tile — it is the 
control-routine flow chart which shows viewport move operation of the face 
expression at the time 

[Drawing 1 5] It is a display screen view in the television monitor 2 of drawing 1 
which shows the example of an initial-valve-position screen in the face expression 
viewport of the CPU character. 

[Drawing 16] It is a display screen view in the television monitor 2 of drawing 1 
which shows the example of a 1st move screen in the face expression viewport of 
the CPU character. 

[Drawing 1 7] It is a display screen view in the television monitor 2 of drawing 1 
which shows the example of a 2nd move screen in the face expression viewport of 
the CPU character. 

[Drawing 1 8] It is the control-routine flow chart which shows operation of icon 
expansion mode. 

[Drawing 1 9] It is the control-routine flow chart which shows operation of the icon 
expansion mode of a continuation of drawing 1 8 . 

[Drawing 20] It is a display screen view in the television monitor 2 of drawing 1 
which shows the case where it is in the states 1 and 4 where the icon display has 
disappeared at the time of zoom. 

[Drawing 21] They are methamphetamine, a can, and a display screen view in the 
television monitor 2 of drawing 1 which shows that tsi is possible by the icon display 
to which it was expanded. 

[Drawing 22] It is a display screen view in the television monitor 2 of drawing 1 
which shows that Ron is possible by the icon display to which it was expanded. 
[Drawing 23] It is a display screen view in the television monitor 2 of drawing 1 
which shows the case where it is in the state 3 where a small icon indication is given 
also at the time of zoom. 

[Drawing 24] It is a display screen view in the television monitor 2 of drawing 1 
which shows the states 1 , 3, and 4 where a small icon indication is given at the time 
of Normal. 

[Drawing 25] Drawing and d which show the case where a tile is thrown away as 
drawing in which being the movement view of the discarded tile in this invention, and 
showing the case where a throws away a tile by the movement to throw, drawing in 
which b shows gently a zoom rise and the case where carry out a zoom down and a 
tile is thrown away, and c slide length, width, and a mah-jongg table are drawing 
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showing the case where a tile is suddenly thrown away without movement as a 
pattern of the resentment. 

[Drawing 26] It is a display screen view in the television monitor 2 of drawing 1 
which throws away and shows the danger display of a tile of the player to other 
houses. 

[Drawing 27] It is the control-routine flow chart in this invention which throws away 
and shows the danger display action of a tile. 

[Drawing 28] It is the control-routine flow chart following drawing 27 which throws 
away and shows the danger display action of a tile. 

[Drawing 29] the actual thing in the step ST 55 of drawing 27 — a tile — it is the 

control-routine flow chart which shows operation of processing 

[Drawing 30] It is the control-routine flow chart which shows operation of the **** 

processing in processing of **** of the step ST 56 of drawing 27 . 

[Drawing 31] It is the control-routine flow chart which shows operation of the 

****** processing in processing of **** of the step ST 56 of drawing 27 . 

[Drawing 32] It is the control-routine flow chart which shows operation of 

processing of the most eminent person of the country in the step ST 57 of drawing 

27 . 

[Drawing 33] It is the control-routine flow chart which shows operation of 
processing of the three-fundamental-tiles relation in the step ST 58 of drawing 27 . 
[Drawing 34] It is the control-routine flow chart which shows operation of 
processing of the **** relation in the step ST 59 of drawing 27 . 
[Drawing 35] It is the control-routine flow chart which shows operation of 
processing of the wall in the step ST 60 of drawing 27 . 
[Drawing 36] It is the control-routine flow chart which shows operation of 
processing of **** in the step ST 61 of drawing 27 . 

[Drawing 37] It is the control-routine flow chart which shows operation of 

processing of the gong in the step ST 62 of drawing 27 . 

[Drawing 38] It is the control-routine flow chart which shows operation of 

processing of the Isshiki system in Steps ST63-ST65 of drawing 27 , processing of a 

CHANTA system, and processing of a 3 color system. 

[Drawing 39] It is the control-routine flow chart which shows operation of 

processing of the back line in the step ST 66 of drawing 27 . 

[Drawing 40] It is the control-routine flow chart which shows operation of 

processing of the score in the step ST 67 of drawing 27 . 

[Drawing 41] While being able to set to the step ST 68 of drawing 27 , it is the 
control-routine flow chart which shows operation of processing between four. 
[Drawing 42] It is the control-routine flow chart which shows operation of 
processing of the easy-way-out flag in the step ST 69 of drawing 27 . 
[Description of Notations] 

1 Mah-jongg Game Equipment 

2 Television Monitor 
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3 Pulley Main Amplifier 

4 Loudspeaker 

5 Record Medium 

6 CPU 

7 Bus 

8 RAM 

9, 10. 13. 14, 15 Interface circuitry (I/F) 

1 1 Digital Signal Processor 

12 Picture Drawing Processing Processor 

1 6 Controller 

17 18 D/A converter 

1 9 Memory Section 

20 Control Section 

21 Operation Input Section 

22 Image Display Section 

23 Voice Output Section 
101-105 Danger display 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 
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